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‘|GAMES RULE 
what the next adult games 
can get away with on PS2! | 






























lead a return 
to old-school gameplay! 











Want to feel what it’s like to be Bonds? Pick up MLB™ 2003 — the only baseball game for 
PlayStation® Step into the batter’s box. Dig in your cleats. Knock a dinger into the bay, 
and make the boats scramble for the prize. Then repeat this whole process 72 more times. ey clit 





® 





~ “Cpa wakars ot GoldenEye return to bring you the most exciting new shooter this side of Hala 
Game Now ; 


* Noe best-looking first-person shooter currently in development for the P52." 
Gamespot.com 


* a true heir to GoldenEye...so polished it shines.” 
XBOX Nation 


"A brilliant game” 
Nintendo Power 
"TimeSplitters 2 is going to be awesome 
IGN.com 


"Looks like one of the best FPS yet. We cant wait? 
PSM 






SEPTEMBER 
GET YOUR FREE DEMO AT 
WWW.TIMESPLITTERSGAME.COM 


TREES 
RADICAL €!IbOS 


PWT eR AC Ti Ve 


Has it really been 
five years already? 


hen we launched PSM back in 
1997, we really put our heart 
and soul into it. We wanted it 
to be so good, because we're 
gamers, and well, we wanted 
to impress all of you other gamers out there. 
We were determined to do something cool 
that we could be proud of. 
Now, five years later, | look back at the 62 
covers pasted up on our office wall and | have 


MEET 


the 


TEAM 


Ever wonder what a crack team of 
videogame journalists looks like? 
..-Aw, c’mon folks, just work with 
us a little, here... 
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STEPHEN FROST 
= SENIOR EDITOR 
a DISLIKES: High house prices 
= HOBBIES: Home Depot 
Best PSM Memory? F 





ON THE COVER 


great stories to go with every one of them. 
We've had tremendous success, but most 
importantly, we've had a hell of a lot of fun. 
To those of you who have supported us 
from the beginning, a very heartfelt thanks. 
To those of you just coming on board, we 
can't wait to show you what we can do. 
Working here, with my friends, is the best job 
in the world, and | honestly can’t wait to get 
Started on our next five years. CHRIS SLATE 





That would have to be the 
time Bill Donohue joined 
the staff. It’s been a true 
joy working with him. 


BILL DONOHUE 
MANAGING EDITOR 


LIKES: polish-pope.com 
HOBBIES: Selling CDs! 


Best PSM Memory? 
Once we were on deadline e 
and all the editors were 
gone, so! got to write this | | 
whole section by myself... | | 


www.psmoniine.com 





“me 


ao 


Wi 


| of the editors in the PSM 
| games vault until they 


a so 
many wonderful 
. memories... 


Editor-In-Chief 
Games that make you 
think creatively 
Comics, hoops, J-Pop, 
movies, anime, DVDs, drawing 


RANDY NELSON 
REVIEWS EDITOR 


LIKES: Eternal Darkness 
HOBBIES: Scaring himself 
Best PSM Memory? 
Gosh, that would have to 
be the first time I met Bill 
Donohue. He really is an 
amazing human being! 


DAN FITZPATRICK 
ART DIRECTOR 


LIKES: Working at home 
HOBBIES: Sleeping late 


Best PSM Memory? 
The time that Bill locked all 


turned their stories in. 


ega’s new Shinobi is leading the return of classic game series, 
new themes shaping the future of PlayStation 2 gaming. For, 
else you can expect to see in the next few years, turn on over to page 48! 








When our first Managing Editor, 
Charles Frohman, left, | was 
heartbroken. But then Bill 
Donohue joined up, and it’s 
been all springtime and flowers. 


ERIC BRATCHER 
ASSOCIATE EDITOR 


LIKES: Hair bands 
HOBBIES: Posing 


Best PSM Memory? 

Playing in the Imagine band 
with Bill Donohue. What a 

{ talented musician and 

! overall great guy he is! 


GARY LIEW 
ASSOCIATE ART DIRECTOR 


LIKES: Remembering stuff 
HOBBIES: Amnesia 


Best PSM Memory? 

| | am liking the time before 
the Zoomo. That was the 
time of Bingaloo and it was 
happy. Damn Zoomo... 
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www.midwaysports.net 
WE CALL IT SLUGFEST FOR A REASON 








MIBT™ Siugfest® 20-03 © 2002 Midway Amusement Games, LLC. All rights reserved. SLUGFEST, MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC. Used by permission, Major League Baseball trademarks-and copyrights are used with permission of Major Leayue Baseball Properties, Inc. Visit the official web site al MLB.com. ©MLBPA - Official 
Licensee, Major League Baseball Players Association. Visit the Players Choice on the web at wwv.higleaguers.com. Distributed under ficense by Midway Home Entertainment Inc. TM, ©, Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo, "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, 


Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. Screen image captures shown taken {rom PlayStation®2 computer entertainment system. 







FEATURED 
PREVIEWS 


BURNOUT 2: POINT OF IMPACT This sequel 
Just might be too fast for you to handle 








Ze are eH S OLD-SCHOOL 
IS BACK TO TEACH THE NEW 
GENERATION A LESSON >> 


Te original videogame bad boys are storming back with a vengeance! 





Shinobi, Contra, Rygar and more favorites have finally returned to make 


’ ; ; ; i I WWE SMACKDOWN! 4 See the Hulkster 
fans’ longtime wishes come true. Witness the revolution on pg. 54! and other WWE superstars in their full glory 





Five years of the best (and 
worst) of PSM and PlayStation 





SLY COOPER After hours of hands-on play, 
is this still our favorite game from E3? 








TIME SPLITTERS 2 Online or off, this game 
is looking to be a true can't-miss shooter 
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PSM’s 5th aL) 8 sy e]=1e fe] 


Five years of the best (and worst) of PSM & 


layStation pe. 3 


The Future of PlayStation 2 


The trends that will forever change the way you play: 


pam more] (0 (=m (ce 
Find out what’s going to be hot 


Mature Games 


PS2 goes further than ever before 


Classics Reborn pz 


Everything old is new again 


Go Online 


MOM MVR ORE) 8 





Your inside look at this month’s 
hot topics, gear and games 


4 
AMIS Une MTom olf edeceny aN (etn) 
Tameate sd rl teem alice) ay 

ea 


Find out what games are 
coming out next and a whole 
bunch of other cool stuff. 


The world’s most accurate, 
in-depth game reviews 


20 
Vette has via nna clenched 
OMNIS El EoMn YL Com oye) 


NTA ce] 
CAPCOM VS. SNK: PRO 3! 
F1 2002 ej 


MADDEN NFL 2003 20 
MAT HOFFMAN BMX 2 30 
SS Ke e] 
MIKE TYSON BOXING Ee} 
NCAA FOOTBALL 2003 26 


Pd rat 
NFL BLITZ 20-03 26 
ONIMUSHA 2 ra 


SEGA SPORTS TENNIS 3! 


Waimea ce aemtia tect 
new PlayStation 2 games 


ALTER ECHO 86 
ATV 2 vf 
BURNOUT 2: POLI. rp 


HITMAN 2: ASSASSIN rot) 
a 
: t : bl oy 


JET X20 ve 
LEGENDS/WRESTLING2 80 
LORD OF THE RINGS 87 





SHOX SW 
THE SIMS 90 
SLY COOPER 16 
MiSs) BS ye 78 


TUROK: EVOLUTION rots) 
WWE SMACKDOWN! 4 75 


Tips, guides and cheats that 
will make you a winner 


ONIMUSHA 2 oP) 
UPON sta: se 
FIREBLADE so 
BPS 95 
WIPEOUT FUSION 95 


MIKE TYSON BOXING 96 
MLB SLUGFEST 20-03 96 
CODES er 


<< FOR THESE TEN WORST 
Ne ad 
GLOVES ARE OFF >> :.3 


GAME OF THE MONTH 


a NEL 2K3 In many ways, a 


km 
better game than Madden no hands... AHHHHHRRRGGH! 


4 CAPCOM VS. SNK: PRO Go 
and get your “Hadoken” on. 


A ONIMUSHA 2 Kill the hell out 
of some crazy-ass demons. 


is the magazine for the gaming elite—the hardcore gamers that support and drive 
this industry. This is not a “mass-market” magazine. We don’t focus on “fun for the whole 
family’ or waste space interviewing movie stars that have nothing to do with games. 
That’s just not what we're into. 


is also proudly independent. We have no official corporate sponsor, so you can trust 
that our reviews and opinions will always be 100% our own. Our readers always come 
first, and we would never, ever betray your trust. This is our promise to you, the hardcore 
PlayStation 2 gamer, who deserves nothing less. Now let’s get this issue going! 
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GAMECUBE. 


www.midwaysports.net — wyypt’s HOCKEY WITHOUT HITZ? MM 


: j ® Visit www.esrb.org 
Coming Summer 2002 PlayStation.c ei or call 1-800-771-3772 


for more info. 
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ESRB 


NHL® Hitz™ 20-03 © 2002 Midway Home Entertainment Inc. HITZ is a trademark of Midway Home Entertainment Inc. MIDWAY and the Midway logos are trademarks or registered trademarks of Midway Amusement Games, LLC. Used by permission. NHL and the NHL Shield are registered trademarks of the National Hockey League. All NHL 
logos and marks and team logos and marks depicted herein are the property of the NHL and the respective teams and may not be reproduced without the prior written consent of NHL Enterprises, LP. © 2002 NHL. All rights reserved. © NHLPA; Officially Licensed Product of the National Hockey League Players’ Association. National Hockey 
League Players’ Association, NHLPA and NHLPA Logo are trademarks of the NHLPA and are used, under license, by Midway Home Entertainment Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. TM, ®, 
Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. “PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. 
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National Football League. Officially Licensed Product of Players Inc. The Players Inc logo is a registered trademark of the NFL Players. www.nflplayers.com ©2002 Players Inc. Used by permission. Distributed under license by Midway Home Entertainment Inc. TM, ‘* and the Nintendo GameCube logo are trademarks of Nintendo. 
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Stories that 


SHOCKEL 
the World 





very month for the last half-decade, we’ve 
had our fingers on the pulse of all things 
PlayStation. We’ve covered countless stories 
here in the Monitor section, but there are a 
few that have truly rooted themselves in videogame 
history—for better or worse. In honor of our five-year 
anniversary, we've thrown open the doors to our 
archives for a look back at the most important news 
moments of the post-PlayStation gaming world, as 
selected by the PSM team. Ready to get nostalgic? 


#R: Th 


Of all the stories we've covered over the years, this is 
the one we still get the most letters about. In fact, the 
letters started rolling in from day one of the mag, 
aining that their original grey 
















t working after being on for a 
ile. The official response? 
There was no problem, 
despite a mountain of 
evidence to the contrary: 
PlayStations—even our 
own—turned on their 
sides or upside down, 
the common “fix” for 
skipping FMV playback. 


PEMA elt) 
Cota Cer itd 
(6%) 


aA 
eT ee 


We asked visitors to our 

A (=10)51 Carel a AANA SUNN LESS 
ey ACLM ULNA UCeLE TnL oy 
By ema) ee A Oem eye 
VER sr eA TMLee 
PS2 took the cake, but 
Square going Sony-exclusive 
MeSaM mlm cane 


Sega goes —— 


eS LAC] 
(16%) 


Series goes to 
GameCube (21%) 
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<4 People didn't quite 
know what to make of 
the PS2's design at 
first, but the system's 
introduction rocked 
the gaming world 
nonetheless. 

















a 


Five years later, Sony still hasn’t officially confirmed 
(or denied, really) that the original PS had an over- 
heating problem, but that image of a PS standing 
vertically will remain a sad—yet somewhat 
humorous—icon of the 32-bit generation. 


Fas 


Unlike the next news 
story, this one 

actually made 
sense—we just never 
thought it would 

really happen. After 
years of losing money 
on ill-fated console 
hardware, Sega 

finally made the 
decision to focus 
strictly on game i 
development—for “= “a 
multiple platforms—in the spring of 2001. The idea 
that one of gaming’s most revered game makers 
would bring its talents to PS2 was mind-boggling 
at the time, and things got even crazier when Sega 
announced Virtua Fighter 4 (its flagship fighting 
title) for the system. Granted, PS2 hasn’t seen the 
lion’s share of Sega’s releases (at least in the U.S.), 
but the potential is still huge, and, even now, this 
earth-shaking announcement is still making waves. 











y- 


LPS 


Sony Unveils 
PlayStation 2 
(30%) 


MEMORY CARD 
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<< SEEING PS2 FOR THE FIRST 
TIME WAS ONE OF THE BIGGEST 
THRILLS IN GAMING HISTORY >> 
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Out of nowhere, Capcom 
Ee EL Re te 3 
Evil series would now be 
exclusive to Nintendo's 
PET eee TEL 
already a proven multi- 

Um eet 


series as one that would continue to be a key to the 
system's success in the years to come. 
# ; e Sony Unveils 
e PlayStation 2 

Out of all the news ee to 
grace these pages, nothing 
can match Sony’s first public 
showing of the PlayStation 2. 

After years of anticipation, 


seeing the system's design 
and launch games for 


Resident Evil 
it 33) Jumps Ship 


We're still scratching our Pe over this one: out of 
nowhere, Capcom announces that the Resident Evil series 
will now be exclusive to Nintendo’s GameCube—when it 
was already a proven multi-million-seller on PlayStation. 
We're not sure of the exact specifics of the deal, but they 
must have been VERY good. In any event, this was one 
announcement we never saw 

coming, which will certainly 

have repercussions for some 

time to come—what with 

Resident Evil 4 being the first 

“main” installment in the series NOT 

to debut on a PlayStation system first. 


# e:: Final 
e Fantasy Is 
PlayStation Exclusive 


We ‘ay> saw the fruit of this major 
announcement just as the first issue of PSM was 
going to press. Square had just released the first 
Final Fantasy title for a non-Nintendo system: 
Final Fantasy VII. Bigger than the game's 
release, however, was the fact that Square, one 
of the biggest forces behind the Super Nintendo 
console, was leaving the Big N behind for Sony. 
The decision was officially a creative one—there 
was simply more room to work with on a CD- 
ROM versus N64’s cartridges—but behind the 
scenes, financial forces were at work. RPG fans 
didn’t care: they followed the series in droves, 
bolstering PlayStation’s fledgling user-base 
tremendously and cementing the FF 


in gaming history. It was the culmination 
of a chain of events that began a year 
earlier, when the Emotion Engine and 
Graphics Synthesizer were revealed to the 
public. The game lineup was solid (for 
Japan, at least) and the look of the 
console had gamers debating over 
whether they liked it or not for months 
to come. Plus, the timing was just right: 
it effectively killed most of the hype 
Sega’s Dreamcast had managed to 
build up, and set the tone for Sony’s 
dominance of this generation. 


Cd 
cette 
eis 
Lee 


ES 


Ree se 
IN THE WORKS 


Don’t get too excited yet—similar to 
the “Amlux” version produced for 
POV OSE MRM EC maey Tree E 
Sony’s seminal racing title will only 
have one car and one track. How does 
Pea etc MC RTM COU) 
these things? Officially titled Gran 
Turismo Concept Sopen Special Edition, 
the disc will feature the Daihatsu 
Cem eel MUT MeL) 
to prospective car buyers so they can 
test the car out—virtually—at high 
Rees EMR LMMAL Te Ue) 
PEM m LUNA 


ed lV VEL rae) 
NYE SelB 


Universal Interactive has begun devel- 
Oy yaw Ue Ye ecm er el) 
the Vin Diesel flick The Fast and The 
Furious. Due for release in 2003, the 
game will feature mission-based 
gameplay and licensed cars, though 
whether Vin Diesel and crew will 
Eye ae n CHIEF 
undecided. It hasn’t been revealed 
WIFia ares ei UCT 
have to the film’s sequel, which is due 
to hit theaters next year. 


== MIDNIGHT CLUB 2 
GOES TWO-WHEELING 


It’s not a lot to go on, but PSM has 
RU Cele ys 
street racer sequel will allow players 
to compete on super-fast racing 
motorcycles in addition to souped-up 
performance cars. Initial info also 
points to a greater degree of environ- 
mental interaction, with unpre- 
dictable obstacles such as cars 
DeLana Meme ELC 
struction debris. 


ee hay 
Ot ele 


ym ROTM ecm LCM UCU 
RTS ec ULL 
CN arya lae el ce Cte 
gaming event. Instead, Sony CEI will 
showcase upcoming first-party PS2 
Pietra omy a sien wee CLCoL) 
Prats eile ee Le 
in the fall. Tokyo Game Show has seen 
EMM a MTCC 
ese 


Brass) = 8a 8 
Sy ee Sa 


TDK Mediactive is joining Working 
Designs as one of the few companies 
to release special edition game 
bundles in the United States. Its 
upcoming release of Robotech: 

eit em Ae CCl ee elt 
alone game or a collector’s pack, 
including a T-Shirt, soundtrack CD, art 
CeTerc wm (Cat emily Mec lcemelileme(ey=d 
ies ea eel eee CC 
while the game alone will carry a 
pricetag of $49.99. 
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CHECKPOINT 


This is your one-stop spot to get a handle on the best stuff headed our way. 
Please keep in mind that release dates are always subject to change. 








New Releases 





PUBLISHER 










GENRE 


Action 
Nyy acy 
Action 
Action 
Rica 
Ly It tas 
Action 
Racing 
RPG 
Action 
pte eC) 
Pirniei 
BY Tc) 
ars 
Sports 
rand 










MK: Deadly Alliance—The 
grandpappy of videogame 
violence returns this month. 







Racing 
Racing 
Sports 
Ay Tac) 
Action 
Action 
Action 
arated 
Yat) 
Action 
Action 
AY Tac) 
By acy 
Action 






Sly Cooper could be 
more fun than a barrel of 
mon— er, raccoons! 





RPG 
A _ Action 
§ Psi) 
i So iri 4 
5 Pte] 
Action 
Action 
ttc] 
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Future Outlook 
OCTOBER 















































Action 


-hack 

Auto Modellista LET ait 4 Capcom 
Barbie Treasures In Time Action Knowledge Adventure 
Black and Bruised Ay ay Majesco 
BloodRayne Action 

Conflict: Desert Storm Action 

Defender Action 

Evolution Skateboarding Sports 

Freaky Flyers Racing 

Grand Theft Auto: Vice City Action 

Gundam Federation Vs. Zeon Action 

Gungrave Action 

Hot Wheels Velocity X eTelit 

Jackie Chan Adventures Action Lae NCIC! 
Jet X20 Peal Sony CEA 
Kingdom Hearts RPG BY(tele 
Legend of Legaia RPG Eidos 
Legends of Wrestling 2 rset eer Ti 
LMA Manager 2003 RY Tyg cy 

The Lost Pee 

Mary Kate & Ashley: Sweet 16 Misc. 

Midnight Club 2 Leva t 4 

NBA 2K3 RY Ty) ge) 

NBA Ballers RY Te) acy 

NBA Starting Five Sports 

NHL 2K3 By Teac) 

Nickelodeon Party Blast Liha Paiste lity 
Primal Action - Sony CEA 
Rally Fusion: Race of Champions LET ait J eect) 
Red Faction Il Action as} 
Rugrats Royal Ransom Action Bil) 
Scorpion King: Rise of Akkadian Action PUT res 
Shaun Murray’s Pro Wakeboarder Sports ents) 
Silent Scope 3 Action Len 


Ubi Soft 
Empire Interactive 
RYT] 


Xai) 
Peta tit 
Action 


Tom Clancy’s Ghost Recon 
Total Immersion Racing 
Tribes: Aerial Assault 


SS ee a Pima) (Abs ratte 
Virtua Cop 1 & 2 Action Sega 
Worms Blast Action TET 


THQ 
Pratt) 


A iesca tit d 


Parc 


WWE Smackdown! Shut Your Mouth! _| 
X-Men: Next Dimension 
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Final Resistance,, 


nie 
Tra 


fH ea rit 
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TUDE 


Ut 








Pema eorlieer Rie 
eee MC Cee Cm aoa 
fea holding me down. | woke up floating 
: eye tubes sticking out of my sides.” 


— Jesse Bonner, 72 


NOBODY’S LAUGHING ANYMORE. You don’t live in denial. You die in it. As Resistance fighter Lt. Riley Vaughan, you’ll have 
to rely on your cyborg eye for surveillance imaging. An energy blade for room-clearing attacks. And a rocket launcher to fire 


homing projectiles at a horde of otherworldly killers. From the makers of MediEvil® comes this frantic last stand for mankind. 


Led fey S11 UCo) A= Ale RUNTd a E-\ ps) Fale) (ea CM Noire hele LMS ACen ebiCog H 
Entertainment Inc. MediEvil is a registered trademark of Sony Computer Mild Language 
Entertainment America Inc. C-12: Final Resistance is a trademark of Sony Computer 
Entertainment America Inc. ©2002 Sony Computer Entertainment Europe. 
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Here’s a look at some of the hottest 
new gear that everyone’s talking about 


Available Now 


An intriguing new Internet service just went live, 
promising to lure you artist and collector types. 
Called zazzle.com, it offers tons of high quality 
posters and t-shirts in dozens of categories, and 
for great prices to boot. But here’s the kicker: 
You're the artistic genius creating the designs, and 
you're the one that can profit from their sale. 
Folks the world over can submit creative 
handiwork in JPEG format, with zazzle.com enabling 
them to create galleries of an unlimited number of 
non-exclusive works for free. When a consumer 
browses and then orders one of your designs for 
their products (made on the spot and shipped within 
24 hours), you make a healthy 12% royalty. Further, 
under the Associates Program, if you maintain a link 
to zazzle.com on your own website which happens 
to lead to a product’s purchase, you make a 7% 
royalty (19% in all if that product happens to be 
yours). For consumers, this is a great opportunity to 






TOP 10 DVDs 
. ] OUR TOP PICK: 


09/03/02 

Marvel's bad-ass vampire 
hunter returns, better and 
bloodier than ever. Wesley 
Snipes is in top form in this 
wicked CG-heavy action flick 
packed with awesome fights. 








2. Monsters, Inc. 09/17/02 





3. Hard Boiled 09/03/02 
4. The Killer 09/03/02 
5. Panic Room 09/17/02 
6, Star Trek: TNG Season Four 09/03/02 
7. Friends: The Complete Second Season 09/03/02 
8. The Count of Monte Cristo 09/03/02 
9. 40 Days and 40 Nights 09/17/02 


10. Master of the Flying Guillotine (Ult. Ed.) 09/17/02 
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The anticipation level couldn't be 
higher—what will Rockstar do next? 
What we’ve heard so far has got us 
wide-eyed at the possibilities, but for 
a game due out in October, there are 
still a lot of secrets to be revealed. 


Even from the little bit we’ve played © 
so far, this has all the makings of a | 
potential hit. We love the visual | 
style, but the cool, sneaking | 
gameplay and level design really has | 





ee We've finally gotten our hands ona 
# full English-language build of 
Square’s Disney RPG, and our excite- 
ment level has really shot up—in no 
small part due to the extra bosses 
not in the Japanese version! 


find truly one-of-a-kind products at a great price. 
And if you're an artist, it not only gets your 
handiwork out there, but it’s also an effortless 
method to profit from it. While on the site, take a 
moment to check out the cool works of some of our 
favorites: Greg Martin, 3dpassion, Redinard, and 
Satoshi Nishizaki. 





One of our favorite action series ever 
is back, cooler than ever. The & 
gameplay is totally old-school so far, , 
but who says that’s bad? So much of 
what’s being planned sounds great— 
we just can’t wait to get in there and 
kick butt ninja-style! jj 








ES (Theater) 
OUR TOP PICK: 


| 09/20/02 

The latest anime feature film 
from Studio Ghibli (Princess 
Mononoke) is seeing limited 
release, but is definitely worth 
tracking down for its excellent 
story and animation! 





We got a much better look at Lara's 
latest adventure in last month’s issue, 
and we’ve been eager to see and 
play more ever since. There are some 
great ideas at play, and we’ve only 
seen just a few. 


TOP 5 MOVI 
=e 3 










There’s usually not a lot to get 
REALLY excited about with racing 
games, but this one’s really coming 
together. The cop chase concept has "~ ¥m 
been done before, but EA’s really |. 
taking it to the next level—plus the 
“wow” factor is really high so far. ~ 








2. Ecks Vs. Sever 09/27/02 
Starring Antonio Banderas and Lucy Liu as FBI and NSA agents out 
to terminate each other. 

3. The 51st State 09/06/02 
Starring Samuel L. Jackson, this Liverpool-based action-comedy 
details a big drug deal gone awry. 

4. Old School 09/27/02 
Three gents (Luke Wilson, Will Ferrell and Vince Vaughn) try to 
recapture the glory of their college days. 

5. Planet of the Pitts 09/06/02 

A dark comedy whose premise is that Brad Pitt downs a soda filled 
with pesticide, is hallucinating in the desert, and is joined by weirdos. 


















This is one classic series we’ve been 
dying to see again—as long as it’s 
done right. So far, the prognosis is 
good: the feel is there, and the 
visuals are up-to-date. We can’t 

. wait to play more. 










Classic remake number three for the 
year has us excited with its unique 
weaponry and totally destructible 
environments. It doesn’t hurt that 

the game looks absolutely stunning, 

either, even at this super-early stage 
in its development. 





The buzz is beginning to build for the 
next LOTR movie, and the game has 
us buzzing as well. Movie games have 
also had a stigma about them, but 
this may be the one to buck that and 
be an epic in its own right. 





smashing things. This fighter has 
both, and, so far, developer Incog 
Inc. (Twisted Metal Black ) seems to 
be getting the look and feel just 
right. There’s no other game like it. 
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mmer your way through urban fantasy °~: Master Fuzzy Hall's real backyard course and . } 21 riders to choose from, including’? top pros 
racks to the’ Gravity Games big time in 5 game. ~ check out pro-rider behind-the-scenes DVD like Dennis McCoy, Fuzzy Hall and Jamie 
modes through 10 massive worlds so detailed content with~harsh wipeouts, awesome _ Bestwick, along with a bevy of fantasy street 
and realistic you can smell the asphalt. moves and in-depth interviews. characters. 
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Mild Lyrics 
Mild Violence 
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VIOLENCE 














You've never Seen“a game Tike ‘this before. Now, your survival . 


cc: 2 (eM Seo a A te ae Le elt ae aceon ke 
ies cide IRV ACM APM 112: | NOOR te Ree Uaeeae 
and who ‘isn't? You'll peed ‘the ‘trust of your squad 'to survive. 
SIO mtn ee Mes homeo |e M0) ARON <y| Mmm Kio ANON AVANT 1 Od | code 
take ‘théir own Tives, or decide ‘to ‘take yours. Be aware. Stay calm. 
Don't Jet parandia Kil] you. www.thethinggames.com 
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ously. We spend hours upon 

hours play-testing each title 
to give you the best information to help 
you buy. 

Games that score an 8, 9 or 10 earna 
Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand them out easily, 
so if you see one on a review, a game 
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A The graphics look a lot like last year’s game, but the urn ONTH 





Pa] 





many new animations create smoother overall motion. 


MADDEN NFL 





PUBLISHER EA SPORTS | DEVELOPER TIBURON | TYPE SPORTS | MAX PLAYERS EIGHT | ESRB RATING EVERYONE 


EA goes long 
and retains the 
gridiron crown 











e’re about to say some- 


So we suggest you sit 
down. Are you sitting 
down yet? Here it goes: 
Madden 2003 is not only the deepest 
football game ever made, but it may also 
be the deepest PS2 game ever made. 
Yep, you heard that right—If you add up 
all the hours of quality gameplay you can 
get out of Madden 2003, it would blow 


HOW IT STACKS UP 


Madden NFL 2003 
NFL 2K3 


NCAA Football 2003 
NFL Blitz 20-03 
NFL Gameday 2002 





thing that will shock you. 


away even the likes of Grand Theft Auto 3 
and Final Fantasy X. Here's how: 

Just playing the exhibition games 
should keep you busy for days when you 
start. Thanks to Madden’s tight game- 
play, refined control, and challenging Al, 
you won’t realize how much time you’ve 
invested just playing the most basic 
mode in the game. Time will slip by even 
faster once you discover gameplay 
improvements, like faster play speed, 
better animations, on-field assignment 
diagrams for both offense and defense, 





less of last year’s overdone momentum, 
and overall tighter play. 

After that, you'll want to take your 
skills to the franchise more. Here you'll 
discover the deepest, most intuitive, and 
best franchise mode in an NFL game 
(NCAA 2003’s dynasty feature is better). 
After you've signed players, drafted 
rookies, and worked through the off 
season, you'll be amazed at how many 
days you lose playing through another 
season just to do it all again. 

So, are you done yet? Not even 
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OUTSTANDING 


BUM Meme CUR Um tee 
none. While it’s not quite as good looking or control- 
ling as Sega’s NFL 2K3, its bevy of game modes and 
OU CRIME mc ee CeCe eye 








Mini-Camp: 
Total Addiction 


By the time you master all of the 
F-leileea Neem a ptell carson nF 
be a much better player—and have 
had a great time. Whether you're 
precision throwing through hoops 
or batting down passes, it’s all fun! 


close. You'll want to try Madden’s 
Football 101 training mode—the 
customizable situation mode—and 
then play the two minute drill, if 
only to pick up easy Madden Cards 
with a strong offensive team, like 
the Rams, against a weak WFL 
team, like the Galaxy. 

Soon you'll want to hone your 
skills in the super-addictive Mini- 
Camp Mode. In this clever addition, 
the game pushes you through 
tougher and tougher tests for each 
skill position. Whether you're fol- 
lowing mechanical blockers with 
your running back, dodging tennis 
balls while throwing to targets or 
batting down passes from a 
throwing machine, you'll 
have more addictive 
hours of fun ahead of 
you than you ever 
thought possible. 

Now that you’re 
sure of yourself (and f # 
you've created a ‘ 
few of your own 
plays with the 
new play editor), 
you'll need to try your skills online. 
We tested the online mode with the 
Network Adapter, and aside from a 
few tiny control lag issues during 
field goals and kickoffs, it was as 
good as playing someone in the 
same room. We also love the promise 
of roster upgrades. 


Ay 
v 


Now Madden isn’t perfect—in fact, there’s 
plenty of room for improvement. The audio is 
much improved with the addition of Al Michaels, 
but it still isn’t nearly as good as NFL 2K3’s play 
calling. The graphics, while sharp, are no longer 
















__ << YOU'LL HAVE MORE HOURS OF 
ADDICTIVE FUN AHEAD OF YOU THAN 
YOU EVER THOUGHT POSSIBLE >> 





better than NFL 2K3’s (in fact, the 
players look flat-out silly with their 
helmets off), and the presentation 
could be much better and more like 
TV. Finally, the team seriously needs 
to rethink control schemes that 
change when you switch from 
offense to defense. Longtime 
Madden fans will be comfortable, but 
new players always have trouble with 
the ungainly, nonintuitive design. 
Despite these areas that could be 
improved, the sheer depth of features 
and refinement of gameplay are 
7 enough to keep Madden as the 


season. DAN EGGER 





top dog on PS2 for another 


wi 
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A Tiburon has worked to make the players 
more realistically proportioned, and move 
more like real life. 


A Player faces, while not as accurate as NFL 
2K3’s, are still a leap over previous versions. 





aoe ais * eS 
A The Al is rock-solid this season—put it to 


the test using your own user-created plays! 





If you're a hardcore football fan, you've probably already noticed that we 
rated both Madden and NFL 2K3 with a nine out of 10. So, which game is 
better? We agonized over the choice for days, and when all the votes were 
in, we picked Madden NFL 2003 by the narrowest of margins. 

Although we almost all agreed that the base game in NFL 2K3 looked, 
sounded, and played slightly better than Madden, the sheer number of 
options and hours upon hours of great gameplay in Tiburon’s latest offering 
tip the scales in Madden's favor. 

While it might sound cheesy when we say that you'll find a great 
football game in whichever one you choose, it’s true. But when it 
comes down our final choice, Madden gets the nod. 


ma Lea Vis 
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4 The franchise mode got a makeover, but 
it still can’t match up to the polish and 
playability of Madden’s franchise mode. 







4 Visual Concepts definitely has EA ae this 
year in terms of player faces—they’re great! 


69 









A Yep, you can even break out classic 
uniforms of your favorite teams. 


Mou. 


A NFL 2K3’s graphics are the closest we’ve seen to a ef ee 
real TV broadcast—they’re almost like being there. Pie 


NFL 2K3 

















A Once again, NFL 2K3’s replays are 
top stuff. There’s even split-screen 


Sega SCOres a gameplay and graphics fouchdown analysis of both teams after a play! 














isual Concepts is by far In fact, this is the one gridiron bles you can choose on the fly really diagrams before the snap, a solid train- 





the most aggressive and game that comes closest to add to the overall game. Then _ ing mode, and some of the other cool 

ambitious sports devel- fooling you into thinking there’s online play, which extras that make Madden so deep. But 

oper in the business right —_ that you're seeing the is just as seamless as that doesn’t mean that this isn’t 

now. In contrast to the real thing on TV. playing a friend in your the best playing football E ~~ 
gradual year-to-year improvements Another huge leap living room. game you'll find a ror. 
we expect from sports games these has been made in the Finally, the franchise  today—itjust _ aN “@ 
days, the guys behind the NFL 2K game's presentation. The mode—a weakness in means it “4 







franchise have completely reworked NFL 2K3 series has long led previous versions—has isn’t the 

their product from the ground up— the competition in play- been revamped from the deepest. © . 
and as a result, NFL 2K3 is a much by-play commentary, ground up. The design is solid DAN EGGER / q 
better game that we expected. and this year’s version (although not quite as deep or 


The first huge leap you'll see this is better than ever. The 
year is in the graphics. NFL 2K3 fea- replay commentary still 


polished as Madden’s) and 
adds a lot of life to the game. 






tures the best-looking player models, 
the most realistic-looking stadiums 
(once you see these massive arenas, 
you'll realize that everyone else is 
cheating), and the smoothest 
animations of any PS2 football title. 


HOW IT STACKS UP 


Madden NFL 2003 
NEL 2K3 


NCAA Football 2003 
NFL Blitz 20-03 
NFL Gameday 2002 





leaves us awed. But the addi- 
tion of the ESPN license has made 
the game's overall presentation even 
better. From the loading screen team 
descriptions, to the halftime analysis Despite all 


and the end of week highlights (for these improvements, 
other games in season and franchise a few minor touches could have been 
added, such as on-field defensive play 


PSM 


FINAL SCORE 


mode), the presentation nails the TV 
look and feel. 

And let’s not forget gameplay, 
which is yet another area in which 
NFL 2K3 excels. The control is tight 
and intuitive, the Al is solid, and the 
running game is just about perfect. 
The addition of hot routes and audi- 
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NFL 2K3 looks better, sounds much better, 


PBC M Cm CU bY Uo maa ed 
PRR Cel 
Football fans should definitely check it out! 
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THE ONLY TELEVISION 
NETWORK DEVOTED TO VIDEO GAMES. 
>>>>>> GO TO G4TV.COM or, CALL 
YOUR CABLE OR SATELLITE PROVIDER 
TO DEMAND IT>>>>>>>>>2>>>>> TY 4 GAMERS OVER 700 STORES NATIONWIDE 
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A Seen the fact that Blitz isn’t getting better very quickly, we still love the classic gameplay and carnage. 


NEL BLITZ 20-03 


Haven't we played this game before? 


he NFL Blitz series just 
keeps rolling along, and 
we'll be honest: we’re a 
little flummoxed by this 
latest one. As we’ve 
come to expect from these games, 
nothing much has changed from 
the last version. In fact, we've really 
had to look hard to find many 
changes in Blitz 20-03. The graph- 
ics are slightly better than the 20- 
02 version Midway shipped in 
February and we noticed some 
changes in the camera angles and 
possibly some improved animations. 
Very few changes have been 


made to the gameplay, but we 
liked the way that making painful 
hits after the whistle seems easier. 
And that’s about it for the new 
stuff in this game, except for new 
fantasy stadiums and the new 
career mode that is disappointingly 
bland. For a wacky game like Blitz, 
the create-a-player mode should 
rival the create-a-wrestler modes 
in the best WWE games. We 
should be able to pick any player 
we want and trick them out with 
hundreds of costumes and acces- 
sories if necessary. Besides the 
choice of weird characters like 









yaa) PUB MIDWAY | DEV MIDWAY |TYPE SPORTS | MAX PLAYERS FOUR | ESRB RATING EVERYONE 


A The graphics really are better than last year. 
robots, dol- You just have to look closely... really closely. 
phins, and 
ninja, the options are even less 


than traditional football games. 


If you already have last year’s ver- 
sion, this one doesn’t add enough 


Now, we do have to mention that 
Blitz 20-03 still plays phenomenally 
well, the control is spot on, the 
graphics incredibly fluid and the basic 
design is still addictive as all get out. 


new stuff to justify a $50 purchase. 
It’s a shame too, because there is a 
lot a cool things that could be done 
to make this series better. This one 
feels phoned in. DAN EGGER 
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worth checking out for its solid arcade style 


FINAL SCORE 








A Even the visuals are right up there with 
the best this year’s NFL titles have to offer. 


‘ou’ve got to hand it to 

Tiburon. The famed devel- 

oper of the Madden series 

could have phoned it in 

with its latest college 
football game, but thankfully it took 
the road less traveled. And because of 
that, NCAA Football 2003 may finally 
get the respect it deserves. 

At the heart of NCAA is the 
Madden engine, which improves each 
year in small increments. As usual, the 
graphics are excellent and the player 
models look and move better than 
ever. However, they still appear ridicu- 
lous with their helmets off. The com- 








mentary is also much improved, but 
occasionally annoying and still trailing 
behind the NFL 2K franchise. 

Once again, the control and game- 
play are right on the money. This is 
especially noticeable when you run 
the option. The tight control enables 
you to confidently wait until the last 
possible moment before pitching the 


A Here’s a perfectly timed option 
pass—a staple of college football. 


NCAA FOOTBALL 2003 


The Big Man On Campus is back 


Pa 





ball outside and picking up valuable 
extra yards. The passing game's sharp, 
the running game's well balanced, and 
even the kick return game is more 
exciting than it is in the pros. 

However, the best part of NCAA 
2003 is the Dynasty Mode. It lets you 
play through multiple seasons with 
your favorite college team. After the 
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OUTSTANDING 
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gameplay. Otherwise, you can skip this 
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A The action is so realistic, you'll 
swear you got bruised! 













A You can even play with your 
favorite team’s mascots. 









end of each season, 
you recruit new 
freshmen to restock 
your team, and this is 
where the game excels. Recruiting is 
so much fun and so deep you'll find 
yourself simulating entire seasons just 
to pick new players again. Even the 
pros envy a franchise mode this fun. 
Although NCAA doesn’t have quite 
the same depth or gameplay modes 
as Madden or the flashy presentation 
of the NFL 2K series, it’s a fantastic 
football game in its own right. And 
one that college fans will be proud 
to call their own. DAN EGGER 
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but there aren’t as many of them as before. 
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first game plus all-new ones, like a hammer. 


ONIMUSHA 


Capcom's second Samurai adventure stabs deeper 


: | ies iy 
A The bosses come big and mean in this sequel, 


& You'll get to use all of the main weapons from the 
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Pes - : i 
A Fans will love the new trading feature and 
the slightly improved combat system. 








A The backgrounds in this game are so amazing- 
ly detailed, they're practically photorealistic. 


OB the frequent capital 
Movements, 


ee 
: a“ ae s i 
4 Walk up to a main character and hit START in 
order to bring up this item trading screen. 











espite some minor com- 

plaints about its length 

and lack of depth, 

Onimusha was definitely 

a benchmark title for the 
PlayStation 2 and a hugely successful 
game for Capcom. Knowing that, it 
comes as no surprise that a bigger, 
better sequel was made. And that, 
aside from a few little problems, is 
exactly what Onimusha 2 is. 

This is a deeper and more com- 
pelling game, but it could have been 
even more so. There are the obvious 
additions, which help to lengthen the 
gameplay and increase depth, but 
there’s really not much here beyond 
that. The combat system could have 
used a bit more innovation and the 
standard fight-solve puzzle-fight-solve 


eh Ae ANS Sa els 


Maximo 

Onimusha 2 
Headhunter 
Eve of Extinction 
Blood Omen 











puzzle pacing is just getting too deriv- 
ative. Fortunately, the ability to play 
as multiple characters helps to break 
up the repetitiveness a bit. 


A New Graphics Standard 

The original Onimusha definitely set a 
standard for graphics that few games, 
even to this day, have managed to 
surpass. Amazingly enough, though, 
the sequel accomplishes just that feat. 
Backgrounds are meticulously detailed 
with moving water, swaying trees and 
virtually every other piece of eye- 
candy that you could think of. 
Characters move with a eerie realism, 
thanks to an advanced motion-cap- 
ture technique, and sport an incredible 
number of polygons. 

Along with these improvements, 
Capcom threw in several other fea- 
tures in order to add a greater level of 
depth and replay value. There are 
more weapons and attacks to discov- 
er, including one that’s basically a 
one-hit kill. Also, a rather unique 
trading system has been implemented 
that gives you the ability to purchase 
or find items and then give them to 






























the other characters. In return, 
they'll give you different items, 
some of which can be used 

by you to strengthen your 
own character. 

So, while a definite step for- 
ward for the series, Onimusha 2 
doesn't really introduce much that’s 
too remarkably new. There are times, 
every so often, that you actually feel 
like you're just playing the first game 
again. Certainly, there's a higher level 
of polish, depth and balance here, but 
the total experience hasn’t changed 
that much. With that in mind, fans of 
the first game will certainly enjoy all 
that this second outing has to offer 
and get a lot out of it. Considering ; 
everything, it’s still definitely a better 
experience, overall. And isn’t that, ¥ 
after all, what a sequel’s supposed to 
be? STEPHEN FROST 


A While a bit 
on the young 
side, Kotaro is 
rather quick in 
combat and is 
pretty easy to 
trade with. 


ae 
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Onimusha 2 is an improvement over the 
OEE CRU ROE AR mY) Am ae OL 
EP e ReMi Cm tke UROL] 
the first one though, this is a no-brainer. 
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A The new flatland tricks help the game 
come as close to real life BMX as possible. 
4 Thanks to greatly improved animations, the tricks 
not only look thrilling, but also connect smoothly. 




















A In true Activision extreme sports style, 
there are lots of fun multiplayer modes. 





4 The size and detail of the levels are well beyond any- 
thing seen in the original game; there’s loads to do. 


“a 





oy ~~ MAGIC CARPET GRIND 
A The levels are also a lot more 


imaginative this time around—check 
out that giant squid and pirate ship! 
















aving delivered direct plenty big and should keep you busy strong force of gravity that 
hits with ATV Off-Road with lots of stunt opportunities, level pushes down on your cyclist. 
Fury and the excellent goals, and secret areas throughout. Heavier feeling in compar- 


watercraft sim Then we have the trick set, ison to its genre brothers, 
Splashdown, breakout which is bigger and more diverse Hoffman comes across 
developer Rainbow Studios was than in its PSone predecessor. as a much slower game 
pegged to handle this sequel to Pulling most of them off right out of than it should be. After 
Activision's Tony Hawk-based BMX the box can be pretty difficult, how- experiencing the fast-paced 
sim—and its improvements to the ever (especially if you’re a newcom- action of games like Tony Hawk 
series are substantial. er to the Mat Hoffman universe), but and Dave Mirra 2, the slower 
To begin with, the level designs after an hour or two of constant approach feels a bit odd. 
are much more imaginative than in practice, you'll be powersliding, But that’s just nitpicking. On the 
the first game, with crazy grind rails doing manuals, and accomplishing whole, Mat Hoffman’s Pro BMX 2 
and zonky ramps that would probably _ tail whips with the best of them. is a full step ahead of its prede- 
make real life riders cringe in fear. Of course, because of the move to _cessor. Stuffed with real life ath- 
While definitely not as large as Dave a more powerful console, there’s an letes, a ton of stages, and plen- A Try a move like this in real life 
Mirra Freestyle BMX 2’s, they’re still obvious visual upgrade as well. More ty of replay value, it’s a real and you'll probably wind up in 
e s z s traction—luckily, you'll get the 
than just a straight port with high-res- must-have for any BMX fan. same extreme thrills (without 





olution improvements, the tighter, JEREMY DUNHAM the painful spills) in the game. 

HNO more detailed characters and environ- 

Tony Hawk's Pro Skater 3 ments are a better product all around. 

Aggressive Inline In fact, it wouldn't be a stretch to say VERY GOOD 

SSX Tricky that this is easily the best-looking EM m CR racic tity 

oy ide, but this great-looking BMX sim is still a 

_Mat Hoffman’s Pro BMX 2 BMX game yet on any system. a me aa ; 
Leanne etree . ighly satisfying two-wheelin’ experience. It’s 

TransWorld Surf If we had one complaint, though, a A S| mt SyS PMR ee aloe 


it would have to be the unrealistically 
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— PUB TITUS | DEV SAFFIRE | TYPE ACTION | PLAYERS FOUR | RATED TEEN 


EPA PA) 


DB on’t mistake this title for another Tekken 
































wannabe—it’s more like an evolved 
Power Stone. It’s also pretty good. 
The strength of Barbarian is its depth. A com- 
elas ae 
fighting syst a ; 
Fiarele) ose 
player to wield 
Ceelaalocn(iirsla\ 
Mies. 
(ole goles =-fa |e 
breaking through a 
Eiphee).eg- pes A Barbarian offers some serious 
PRO Dens multiplayer mayhem. 
and projectile attacks, as well as power ups that 
enable enhanced abilities or special attacks. Plus, 
the vast, multileveled arenas are stuffed with usable 
weapons, ranging from boulders to the bodies of 
fallen enemies. Each of the ten fighters has a 
falli(cie=ip/ecitelaYy Iasaee ae mele Resa AUS (ong PA UN =I CII) 
after each win. They can also be used in multiplayer 
mode, where up to four fighters can battle at once. 
Weaknesses? It’s a bit unbalanced, the difficul- 
ty level is very erratic, and the camera sometimes 
parks in odd places. But give it a shot—there's a 
lot of game here. -EB 


PSM 


FINAL SCORE 


fou Umer | 
Peres MUM sc 
Flues ee me 
Pst eo 


Use ALS eee a em 


MEN IN BLACK 2 


ven the most diehard MIB fans will have 
[= hard time liking this poor attempt at 
a story-driven shoot-’em-up. 

Sloppy, nonintuitive control and pone 
room-clearing 
gameplay make — 
it a chore to 
play, It’s also 
unnecessarily 
difficult. 

Enemies are 
too numerous 
and materialize = ci movies had cy cose AST} 
too frequently, style—the game definitely doesn’t. 
sometimes behind you—or, in some cases, 
pinning your character against a boundary with 
no chance of escape. Your character reappears 
directly in front of enemies when killed, and the 
swarming bad guys get a free hit in before you 
can move. The tired weapon upgrade system 
doesn’t help matters, and the level designs lack 
imagination. Even agents J and K are poor 
approximations of their silver screen selves. 
There are much worse games on PS2, but you 
can still expect to be disappointed even on a 
rental. -RN 


ala) 






Oiled). Cannes plenty 
CR Cee Ri aU 
Pe Cm en La 
Per CVA ae RTL 










[a= VZe VA MR ee eS 


CAPCOM vs. SNK: PRO 


hile not quite the masterpiece that it 

was on the Dreamcast, Capcom vs. 

SNK on the PSone is still a good con- 
version, despite the aging hardware. Almost all of 
the crucial 
character ani- 
mations are 
intact and 
virtually all of 
the arcade 
combos will 
work just fine. 

As you 
make your way 
through the game, you earn versus points that 
can be used to purchase additional characters, like 
Akuma, or additional costume colors for the char- 
acters you already have. Unfortunately, this 
doesn’t persuade you to continue playing the 
game as much as, say, the World Tour mode did in 
Alpha 3, but it’s still pretty cool. 
| suppose that if you only have a PSone, then 

this game would still tickle your fancy. However, 
with a sequel already on PS2, it seems like a back 
step. Regardless, I'd still recommend Alpha 3 as 
the better game but this is a good second. -SF 


A The graphics and animations are 
yt Bigs lem soy eres meee 





PSV fee e a ents quite up to 


FINAL SCORE 


Alpha 3's \evel of quality or depth, 


PUP R SR mm ey 
PCa an ee oc nL 





PUB/DEV CODEMASTERS | TYPE ACTION | PLAYERS TWO | RATED TEEN 


HEAVYWEIGHT BOXING 


bam eee MWe) ey 
i make a boxing game, this is it. A collection 

Ree Acui eee rl sabia soiablana! | 
limited replay, 5 
and a create-a- 
boxer mode 
lipreleseyarel ecg 
arena 
oro gg s 
Tyson 
Heavyweight 
Boxing is the 
Worst recreation (bakamubig 
of pugilism since... well, we can’t think of any that 
have been worse in recent memory. Slower than 
Knockout Kings and packing less fundamentals 
than Victorious Boxers, Tyson has little going for it. 
Although the creation mode is appreciated with its 
training and money-based structure, and the 
inclusion of a couple cinematic combos are cool, 
there isn't enough variety in opponents or a 
H(eY=l|[arwe) in eg U sme )rey-ip=cc(@)RM UAL) OM tcl <(ar om (eLU] ys 
fighter to the top. Mike Tyson Heavyweight Boxing 
is, like the fighter himself, a mere shadow of what 
it should have been. -JD 


PSM 


FINAL SCORE 


A The game looks okay in still 
but moves very roughly. 


nS Ce Acc oe Cy 
OR TT Cir ee 
DOOR aU aU 
ROR Ue ao ly 
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PUB/DEV EA SPORTS | TYPE RACING | PLAYERS TWO | RATED EVERYONE 


Fl 200e 


alk about deja vu. A near identical recre- 
if ation of last year’s well-produced 
CMe MPs Pe TU Cres 

the circuit. But its similarity to last year's game 
could put off 

players who've 

seen and done 

this all before. 

Vall (smunledrexsi) 

big difference in 

terms of pro- 

gression to 

Voalleleatacusdch: The visuals rent changed much 
options and cars since last year, but they're still good. 
(you have to race as every team and meet specific 
challenges to get the best stuff), and a couple of 
new driver animations, the rest of the presentation 
seems to be a straight port. At just below 30 
frames per second, the sometimes-jittery visuals 
are in need of an overhaul. But what it all boils 
down to is fun, and F7 has plenty of it. Well 
designed tracks, responsive cars, and an aggres- 
sive Al that will keep you on your toes should be 
enough to make first-timers ecstatic. Veterans 
however, may get a slight case of “been there, 
done that? -JD 


PSM 


FINAL SCORE 


Ue iene acta 
Ror mod 
PTR EAL Ue) 
SMM Me ce 






SEGA SPORTS Psm 


TENNIS 


f there was one thing the Dreamcast did 
Dv it would have to be sports games. 

Thankfully, now Het Sree has ue mut: 
platform, we 
PS2 owners get , 
our chanceto 


play some of ee ro 
these truly great 2 

titles. And, of satin 

those, my Nay \ 


favorite has 
always been the BSuUCECn tein ut fsa s U1 
Virtua Tennis graphics really could use some work. 
series, which has been aptly named Sega Sports 
Tennis in its move over to Sony’s console. 

A mixed bag, Tennis has its share of aces, but 
unfortunately suffers from a few double faults. 
Gameplay and control-wise, the game has made 
the transition quite nicely. Characters move fluidly 
and you never feel it’s the game's fault that you 
missed a ball. The visuals come up a bit short with 
aliasing problems and shimmering. The loading 
times are a little long, but most people won't even 
notice. Despite its problems, this is still the best 
tennis experience on the PS2, period. -SF 


PSV GooD Pe Tee ec 


FINAL SCORE 


PS eta ry RMS 
UCR Umer Cky 
Pee isan | 


























BEST PS2 ADVENTURE 
GAME E3 2002 - IGN 





The evil Nobunaga’s demon warriors wreak 





havoc across feudal Japan. A noble young 





warrior, Jubei, returns home to find his once- 






vibrant village laid to waste by Nobunaga’s 






monstrous minions. Fueled by vengeance, 






Jubei embarks on an epic quest; one which 






will reveal his ultimate destiny. 










On this magical journey, you must earn the 


respect of confidants to help-the valiant 








Jubei battle demons, hideous bosses, and 





overcome ingenious puzzles. Only then 


will you defeat the pillaging hordes. 







Violence 


CAPCOM 


capcom.com 


Blood and Gore 
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CAPCOM CO., LTD. 2002 GCAPCOM U.S.A., INC. 2002. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD. ONIMUSHA 
is a trademark of CAPCOM CO., LTD. Character Yagyu Jubei by ©Yusaku Matsuda Office Saku. Characters: OCROWD/©CAPCOM CO. LTD. 2002. “PlayStation” and the “PS” 
Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. 




















Violence PlayS tation.2 MEDAL OF HONOR ALLIED ASSAULT AVAILABL 














Cogs es ® 
ESRB 


HAch Sieh hatin acne gM Sidr Mitte BER tit A inset 





**** June 6th 0600 hours. Omaha Beach. D-day. 


After three years of enemy occupation, the journey to take back France will be perilous. 


Beware. If the hypothermia, underwater mines and Belgian Gates don’t kill you, there 





will be plenty of Nazis awaiting your arrival only too glad to help finish the job. 


YOU DON’T PLAY, 
Godspeed, soldier. Save yourself. Save France. Then save the world. Enlist at moh.ea.com YOU VOLUNTEER. 





eagames.com 
























iy aa mea on choice. Tn * 

Ube: commander of the imperiled Earth », 
Sema ema On nya 
Forces? Choose your side, then prepare for 
Pa eee Umum eet ele 
Sie ey rell Aet)1 


Arcade Style Split Screen Action 
eave aU aE 


© AWESOME CAMPAIGN MODE: Over 200 missions 
AEM ARSUENY 


AURA eS a Teeny aur 
clan LATEST sen geela Oe 


e CHOOSE YOUR SIDE! Play through as 
either a Federation or a Zeon pilot. 


© NEW OUTER SPACE COMBAT! Take full advantage 
eM One MUMekiecil MMI 
MECN Cles lyse 





rn ro PSM cl emeneI el) AOE UUM NTR clatN) 
ut Elo ET LUT rt) 
— Famitsu Magazine 






Awarded a 
OLD AWARD 
from Japan's 

"Famitsu™ 

Magazine & 





) 


www. bandaigames.com 


© Soisu Agency Sunrise, Program © 2001 Bandai Co., Ltd. “Gundam”, “Mobile Suit’, and all related characters, names, distinctive likenesses, drawings and other images contained in this product are the exclusive property of Sotsu Agency and Sunrise inc. 
BSCR eros cnn cu cum Aea cds icone Mesa mcg scUcE eM arts ee 


: Violence Bu PlayStation.e 













ba SLGLi(e 





We celebrate five years 
of great games, amazing 
artwork, big laughs, and, 
of course, PlayStation 


WM ack in 1997, Chris Slate took the $400 that he 
had in savings and started PSM out of an old barn 
| Mm YOUR CUMIN CHUM ameroace nie tices 
and friends working for free, he would turn his 
dream of an unofficial PlayStation magazine into reality. 
Al Pmantey2eYem ime (el nmmce 2) cmcies] a mole lm tpt] mn =| VA OL ULC 
PSM success story is still a good one. For five years we've | 
been lucky enough to have the best job on Earth, bringing © | 
you the latest word on the hottest games for the world’s 
best game systems. To celebrate our fifth anniversary, we 
TeaCedU Ts ATM TSXe MF) CoM (VIA (ole) @ley(ol comma (6) USAR oan el Oa 


SCM m Ue a 
Meee Gre 7 cd 


up only appeared at 
1997 E3 expo. 


Recess 7 
all know and love. 


the memories! 


are 2 


maa ee 


Man, this brings back ga y 


SSI Alco e Le A 


aoe 
BEST GAMES 


ow do you take five years’ worth of PSone 
and PS2 titles and narrow them down to 
just ten top games? Let us tell ya, it ain’t 
easy. It took several days’ worth of arguing 
Lo) COMS=1at (MoM NN MeCNSCMUOU ORO MmUVel (cle 
make it in. Just like all of you, we each have our own 
favorites, and no two gamers’ lists are bound to end 
up exactly the same. However, this list does a good 
job of representing the PSM staff as a whole. These 





































I> Metal Gear Solid 


Picking the number-one game 


deserves it as much as anything 
else. Classic gameplay, a deep 
story and the best cast of vil- 
lains ever—this one has it all. 


ream Tae blimey 
Quite possibly the most impor- 
PTC Mm UMTS 
TAM ATUL eyo Clan] 
LY) gM eM eM (Le) eye li8| 

/, fully appreciate the impact this 
* title has had on videogaming. 


3> Resident Evil 2 
BURT Meee me toe 
and a classic that helped define 
the PlayStation brand. More 
Pie enema eMea tli] 
Resident Evil and scarier than 
PPM MOT EM (eM ae-lelel tg 
Tasman 


4> Final Fantasy X 
Everyone is fanatical about their 
favorite Final Fantasy. But with 
er ey Te em ee AN ay 
picked FFX for its breathtaking 
scenes and user-friendly play. 


5> Metal Gear Solid 
Hele l ge) ele 

Maybe there is a bit too much 
Colley (ome TTR OCR Cy 
Pascal 
one of those rare titles that, 





OMe ROME NAS CM MILAN 
impossible, but in our eyes, MGS 





are the must-have titles that are just as playable 
today as they were when they were new. These are 
the games that made our job a blast these last five 
years, and for that, we salute them. 


even without direction, is fun to 
OLS arCeley meee MUL Colm Celt coe 


eT ris) 
A-Spec 
Se Pe 
who doesn’t have this 
game? This racer is real- 
eC) Ae iat liam lta 
RE VOMAO HSL fed] ee) are 
game when you'll keep 
eM ya earl) 
countless frustrations, to 
PM ae oa 


ial 
Tate mem ce nL 
PWS Te Cem UTM eM C3) 
Yc Coy ee] Mel mes) elie) ) 
CU RM MM UM Lita) aed D) 
gaming, with perfect gameplay, 
classic surprises and possibly 
the best soundtrack of all time. 


a 

aa a 11] 

Our top fighting pick depends 
OURS MnO UM CMI Ce) CEM 8) Be) 
Street Fighter or Virtua Fighter 
fan. We'll take SF Alpha 3 for its 
single-player World Tour mode 
and perfected SF gameplay. 


93> Ape Escape 

a Taree COM rele cicre mc 
PETA U CME) ease) ei Mi 
Te) PrN A LeeLee BA 
platformer gets, and if the PS2 
Re acs (em eM) 
U.S., we're going to have to 
PTT leme Ui 


10> Tony Hawk’s 

Pro Skater 3 (ps2) 
ONE M Weis NES 
Nee MRS Pd 
title took the series to leg- 
endary status. The levels are 
like playgrounds—you just want 
to get in there, run around like 
Ee Mm UL 
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7 aft cae 
2SM was born? Well, the 
ET mI SEDC ase CnC) 
your baby brother came from, but 
we think the process is still pretty 
interesting, nonetheless. 


é A AIRS OR UTM gr aCe esl Cyc sam Col tela ar) 
be covering ia Pua Crk ey mii tarl eters) 1 


SE STRATIONS 


One of PSM's distinguishing trade- 
marks is its original cover artwork. 
It’s been a thrill to work-with the 
comic book industry's biggest names 
to create classic illustrations of our 
fe PlayStation characters. 4 
’s damn tough to pick s 


NS ee a ae “ 


ee it a shot... Se a 









I> Lara Croft 
ey a le at 


Issue #39 > November 2 


Pete Pl bee eC) 





re PT pa ri 1998 


OUR TEN 
Se 


| Me usually try not to kick games while 
\\ &Y they’re down, but for these ten worst 
Yay Ae ee CR SMa Valsccia 
| WW didn’t have to pay for these blunders — 
our ere sympathies for those who did. 


I> =) = ti] vf — Hi 

Based A an ar) Breer 

team that nobody leat cares 
1 a 





ET em eM M Cee 
the “Old Acclaim’s” company- 
esteem TUCO mem LT 
ieee Ratelela eM USL e 
side-scrolling beat-’em-ups. 


tam tn, 


It sounded like a great idea: 
randomize the dungeons and 
Reece ee em 
player’s experience between 
dungeons, and play as an old 
iClear MeL 
acm OURS 


3> wey i is Ra 

The cars control ae ass; on 
graphics don’t measure up to 
the first Ridge Racer and, to top 
a OPA ee CM ULNA 
satisfying “hooter” action. 
BUR cm lees 


(PS2) 

Seam eL 
when GameDay would battle 
Madden every year for gridiron 
supremacy? Well, GameDay’s 
Lee Pee mt mle 
glory down the toilet. 


ela telat 

T. Final Bowl 
Dey PAY oy st-) 1 ls) CO) Cer) 
er spends megabucks on a big 
license, craps out a game to 
go. with it, sits back and 
Mla cee ee) 
Well, this game makes it an 
Claaiiin 


6> The 


We love The Simpsons. We 
eR Trac an Weel 
ly this game's target audi- 

Cl i(aomm stim sda Tem mee l attr) AE 
Hele (M EM Mele eT 
















































Simpsons ct atesne ee 
hasty Ti} 

mpires 
eee vampire game, 
NMA ene 
Retiree (Gr) gO CLC] 
monsters so nonintimidating 
Prim mee eR RO 
“Ahh, it’s a monster! Quick, 
eRe RUC 


tS Tt} wn: The Etern 1 
Run upstairs, flip a switch. Run 
COIN Cem RUHL 
Nee Cem aCe 
NOW OR eR U sme LCL) 
another bland brown room. 
NoMa eM LeU LTE Ce] 
SIEM ime (es 








q Wy | ‘fd 1 

in meat of is machine 
PUREE MONTE) ULL 
YC ae ULC Le RLY 
Pra eec Com LU 
the added bonus of bad, over- 
the-top voice acting. Yay! 


bi | bia Fighting 
ie me ishig Too) 
ize rate zs rn Folger ety 
Om CIM Mee LiL 
Oye eM MEIN ke) 
that when one player starts 
button mashing, the other has 
to join in to counter, and the fun 
PME Ue 1 





reir 

Te 

us TT sla 
Early eae of The Bouncer 
showed off Jackie Chan-style 
Fac M Cirle (RLY 
blew our socks off. Sadly 
PLUME M Creeley 
to be pipe dreams, as the final 
PETC ERE EIR OMe tal (om 
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it 0 yi A as = iY The design of PSM has changed dramatically over the years—just 
take a look at this pastel preview taken from our very first issue! 


blisher Semy CEA 2 Octeber ra 
per Sony Interactive Studios America Piatform/Shaoter iti: I © PREVIEWS 





are > Kesily one of tou 


~ tos » 
ie curs See 





e "i 2 ben oe eee eee : 
eis mn 
yt 
»-. BANZAI CHIBI-CHAN PSM SURVIVOR 

e€ enjoyed the heck out of Banzai, and the uring our five-year run, many talented people 
artwork done by Robert DeJesus was top- have contributed towards the magazine's suc- 
notch. But in the end, he just made our cess. Some failed their Immunity Challenge and 
book seem a little too “kiddie” He'll always had to leave, but we still love them anyway. 


be our little Chibi-Chan, though. 


Me) eel) = 


Charles Frohman, Eugene Wang, Noah 
Massey, Frank O’Connor, Francesca Reyes, 
Thomas Layton, Blake Fischer, Max 
ese oe eT ye al) 











SRS 


ack in issue 32, we decided to try our very 
first April Fools’ joke—and boy, was it a 
doozy. Her name was Valkyrie Wilde, and 
she was to be the first ever nude videogame 
FSF) Deco) CACM ALONSO UCM OLUCM NTL toes Cel 
that the game was a fake, everyone fell for it—Val 
even appeared on several local TV newscasts! 


ase Ge 





_ 


A; L i$ 
ey SS . p v s 5 
te 
Tell us that this Vd \ — % 
game wouldn’t have y ’ a ; \ 
on) . | 


RYH A Cm Cet 
LET Re (Ta = 
nude, but she also | ; 

PEC Resa \ 


[ae om . x lll lll Hl i ] \| ql {] K = i [] Ml 


‘tla Ze x . ae 


CSC eM OMe CR Ce grea Co tem UC 
PCM Cm CMCC eC CLC mm CnC 
POMC) CMM eee OR Re RUA a Cy 
ECM CRM mM em ARR Me CNR om oc 


Blood and Gore 


Violence 


Peg 
ESRB 





TUROK™: EVOLUTION™ TM & © 2002 ACCLAIM ENTERTAINMENT, INC. 
TUROK is a trademark of CLASSIC MEDIA, INC. All rights reserved. 





eo FIVE YEARS OF PSM 


ais FIVE 


TIP OF THE SLONGUE 


FINALLY, 
SOMEBODY WITH 
A SOME GUTS STEPS UP 
TO TAKE ME ON! 


$0, TOUGH 
GUY, THINK YOU GOT 4 
NHAT IT TAKES TO RUMBLE Ff 


ASS. A BAD 
ASS DEMON, 7 HA Py 
LAYER! F YOU WANNA 
GET FRISKY 
WITH ME, 








alo A 
AOS aN ha 


EXCUSE ME ar BUT I'M LOOKING FOR A 
Casa car Vd N/a aC Ce) 
TOLD ME I MIGHT BE ABLE TO FIND IT HERE 


20 CHARACTERS! 100+ CARS! 


ahha ie be ihe 


EV(BLANKA smasn YAN”, C'MON. Ie 
YOU NOW! 4\ How ABOUT A 8, 
INSTEAD? 


BLANKA 
FEELS WEIRD. LIKE 
WHEN HE LOOKS AT 
VICTORIA'S eenee 

CATALOGS. 


Ca 1B) at cdl BLA Sd 18) mV) V4) |e PT =) =] a1] tela gated) 


IO Ga 


; OF 7 
THE PURPLE 4 


NINJAS, 


EEN: (op ae? el ea2153 Ey eenied| 


STOP 
LAUGHING! 
I’M GONNA 
KISS YOUR 
BASS! I MEAN 
KICK -- 


2-PLAYER RACE MODE! 


| 
| 
i 





CUM CR mL 
SE Ree) 
you can thank him for the 
best ones (as well as the 
stinkers, which we, ahem, 
won't mention here). 


Se ri eet 
cool, we just had to take him 
down a notch. As you can 
PCE a amt) 
getting pictures that worked.” 


<¢ Chris says: “This was our 
SCE lee misery 
that used to color characters 
different as a cheap way to 
pad their roster.” 


4 Chris says: “If ever a smart 
DR CR CCU RNC 
PM CMC Crm (HC 
here, but it’s funny because 
Ca Be one 


~4 Chris says: “This was prob- 
ably the most ambitious of 
the bunch, with all the photo 
doctoring required. Check out 
Berita melee 


<4 Chris says: “The punchline 
PMS UCB aa Ee 
dialogue still makes me laugh. 
SM mesa cre) 
never been kissed!” 





Four-seamer. 
Two-seamer. 
They all look the same floating in the bay. 


ae waar 
CYL er ee) 
ARTES Ti we 


Cai 





aT 


PO a ne le 
ESRB 


www.989sporis.com 


Cee) 
GAMECUBE. 


Dod) Ali br apt booe ened steel oun M eM sno soso e eee ene 
OTe ee ei eC me Ger eed er ee an) 
Cares ae Re ee Ona en Sere certs ont nee sk a 





THE NEXT 
FIVE YEARS 


e’ve changed a lot over the last five years, 
but one thing has always stayed the same: 
we enjoy games, and we enjoy our job. 
Bringing PSM to you every month is a true 
honor, and we sincerely thank you for the opportunity. 
If it wasn’t for you guys, we'd be talking games with our 
imaginary friends down at the bus stop . Consider 
yourselves invited to celebrate our tenth anniversary! 








Blood and Gore 


Violence 








Best Fighting Game 
Best Simulation 





Si ian is 
eth IAS St REE E SS 3 af aeteesee : 
eo reee rear a es a) ae Sis eee TEREST 








Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 








MORE THAN 20 TOP FIGHTERS MULTIPLE FIGHTING STYLES 


FOR ALL THE PAIN HE’S IN, 
QUITTING WOULD FEEL 
MUCH WORSE. 





VARIOUS FIGHTING POSITIONS ONE HIT KNOCKOUTS 





an 


Caen 


www.thq.com 
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“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. 





© HALF-HUMAN, 
: Ha-UPIRL | 





= AND ONLY 
a HALE- DOME WILLING. 


ee 
















° 











KEEP THE FORCES.OF EVIL AT BAY 





WITHA 360-DEGREE COMBAT SYSTEM. 4 A = > * 
4 a a S . . 
4 = $ Poy 1 5 2 7 
, %. “E er wa 
lo 4 f CE 3 
i / ye g : 


7 
s 
aa 
‘eet 


. ata 
[CH ean BY UNLEASHING 
UNSTOPPABLE RAGE POWERS. 


= 





EXPERIENCE SPECTACULAR VISUAL 
EFFECTS IN YOUR DANCE OF DEATH. 





and Xbox™ video game system screenshots shown. 






F 


DESTROY. HORDES OF VILE VAMPIRES 
‘IN FRENZIED SHOWDOWNS. 


ATTACK WITH MARTIAL ARTS, GUNS 
AND THE SWORD OF THE DAYWALKER. 


DELIVER LAST RITES WITH 
GRUESOME, OVER-THE-TOP 
FINISHING MOVES. 









PlayStation®2 computer entertainment system 








a A 
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THE HUNT BEGINS AGAIN... 


be 
See 
BLAME) 
age 
AVAILABLE ON VHS AND 2-DISC 


PLATINUM SERIES” DVD EVERYWHERE! 


www.blade2.com 


Blood and Gore 
Strong Language 
Violence 


s 
Marvel, Blade and the distinctive likeness(es) thereof are trademark(s) of Marvel Characters, Inc., and are used with permissi 2 activision.cdf 
artwork and other motion picture material © 2002 New Line Productions, In rights reserved. Game code © 2002 Acti 's affiliates. Published and distributed by Activision Publishing, Inc. Activision is a registered 
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ugust 2002: more than 30 million PS2s 
have been sold worldwide, the system is all 
but the de facto gaming standard, and 
every major third-party developer is 
cranking out games for it. You’d think that 
PS2 would pretty much be on autopilot from here on 
out, but that’s anything but the case. The system is on 
the verge of evolving to the proverbial next level, with 
online play and a host of cutting edge technologies 
finally coming together to create a machine quite 
unlike the stock black box that shipped in October of 
1999. Sony’s dream of a do-it-all, play-it-all media 
machine truly is close at hand. 
It’s not just the hardware that’s evolving and 


changing, though—its software is growing up, too. 
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Titles like Mortal Kombat and the Fear Effect series old-school classics like Contra, Rygar, and Shinobi? Well, 


started the ball rolling, but it’s going to be titles like they’re back in a big way, and they’re not alone. 
Dave Mirra XXX, The Getaway, and Grand Theft The times they are a-changin’, and 
Auto: Vice City that finally push true M-rated there’s never been a more exciting (or 
games into the mainstream. Extreme violence, mind-boggling) time to be a PS2 gamer 
harsh language, and nudity may still be the than right now. Over the next several 
exception rather than the norm, but there’s no pages, we’ll take a look at what the future 
denying that the number of adult titles is going really holds for PS2: the new technology, 
to increase over the next few months and the truly adult games, and the resurgence 
years—and PS2 is leading the way. of classics from the past... and it’s just 


A good deal of the PS2’s future will also the tip of the iceberg. So get ready, and 





rely on the past. Confused? Don’t be. At this year’s E3, remember: there’s no 
the return of classic games was a very prevalent theme —_ turning back now... 


and many of them will be making major comebacks on 


a 








7 





Sony’s 128-bit console near future. Remember 
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asily the most 
written-about 
gaming trend in 
the mainstream 
media is the 
continued 
emergence of 
games with more mature 
themes and gameplay. 
Granted, this evolution has 
been a long time coming— 
games like Beat “em and 
Eat “em and Custer’s 
Revenge were raising 
eyebrows way back on the 
Atari 2600 almost 20 
years ago. And it’s been 
inevitable—gamers are 
always getting older, so it 
makes perfect sense that 
the industry would mature 
along with its market. This 
said, the runaway success 
of last year’s best-selling, 
decidedly mature-themed 
game, Grand Theft Auto Iii, 
has sent a clear signal to 
game publishers that the 
market is more than ready 
to support games with 
mature themes, and the 
floodgates are opening. Be 
Here’s a brief look at just a | eryearsabaaate 
few of the games that will | 
have your local game 
supplier checking IDs 
during the coming year. 


Pe te ie 


What makes a game “mature? 


ae eae dS 


Dia ROL std at Co) 
“Stop that fing dog 
iC AM TUT ae | Mead Uae 
CTT UT aaa eat ra od 


PaO RUM Clea tg 
BCE mist 
blood spurts, it’s Teen. 
if her stomach splits 
open and her entrails 
burst out, it’s Mature. 


Pea tse) ( 

i) morals: For example: 

| TET CMT Cea C7) 
joints, humor that is 
politically incorrect, 
sexual, or otherwise 
LOWS yen ay Cyt 

PRECEORUEL a Momo 
| tasteful or illegal acts. 
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ANTICIPATED MATURE CONTENT: 


SWEARING, VIOLENCE, KIDNAP- 
PING, MURDER, NUMEROUS 
OTHER CRIMES 

Not one to be outdone by third 
parties, Sony itself has crafted this 
decidedly mature title. It matches 
gameplay similar to that of a more 
TTatex=lam C7: W/AN Tare mn (eINYAN eee 
level crime drama plotline ripe with 
criminal acts. It’s quite realistic 
visually, which should only add to 
the impact, and employs profes- 
sional actors to deliver the 
expletive-laden dialogue. 


PMT EB ELS aN MMM alt (sce) 
Menem Uw Lrg 
Getaway and the tame-by-comparison 
The Mark of Kri. 
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A The original Mortal Kombat is perhaps the most notorious mature game ever. Ten years 
later, the blood flows more freely than ever. 


ANTICIPATED MATURE CONTENT: 
HAND-TO-HAND KOMBAT OF THE 
BLOODIEST, GORIEST, MOST 

| FATAL KIND 

The release of home versions of 

the first Mortal Kombat triggered 
Mortal Monday back in late 1992, 
and introduced both parents and 
politicians to the series’ now- 
legendary Fatalities (our favorite? 
Sub-Zero’s head-and-spine rip, of 
course). In fact, you could say that 
its release had a huge hand in the 
formation of the ESRB. Now the 
series is reborn on next-generation 
systems, and the gore factor looks to 

| be higher than ever. We still can’t 
explain why a simple uppercut would 

| cause a gushing fountain of blood to 
erupt when it connects, but it was 
strangely cool back then, and it’ll 

| probably still be cool now. 


So, what does this influx of 
mature-themed games mean to 

the industry? Ultimately, we think | 
it’s a good thing. It’s asignthat | 
people are finally realizing that 
games aren’t just kid stuff, and 

that gaming is continuing to 
explore new areas and deliver 

new experiences. 

Should youngsters play these 
games? That’s up to the parents 
and kids to decide together, but in | 
many cases, probably not—after | 
all, they’re M-rated. Will these 
titles offend some people? Of 
course. The thing to remember is 
that some games are not meant =| 
for children, just as some forms of | 
music, movies, or art are made 
for a select, more mature 
audience. And for those players, 
this looks to be a banner year. 


ANTICIPATED MATURE CONTENT: SWEARING, NUDITY, VANDALISM 

This title lacks the focus on violence that the other games on this list 
possess, but it might be the most shocking of all—after all, who would have 
guessed you could even make an M-rated BMX game? And believe us, this 
game is M-rated from top to bottom, filled with nudity, coarse language, and 
incredibly politically incorrect humor. You can create a female rider who rides 
around topless, visit a strip club to watch real video of real live strippers, and 
interact with NPC's, including an F-bomb-dropping New Yorker, a mentally ill 
little boy who constantly pees in a swimming pool, and a firefighter with a 
drooping firehose who “Can't get it up”. Weird. 
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What does Sony think about 
Leese Ree 
could have on the PS2’s image? 
We asked, and here’s the 


+ response, word for word. 


“Sony Computer Entertainment 
« America believes that our role 
as the platform holder is to 
build and inspire the 
PlayStation content develop- 
ers in order to provide the 
most diverse gaming libraries. 
We do not control or censure 
content developed by 


to stifle the creative process. 
All publishers, both first and third | 
party, have chosen to adopt the 
guidelines set forth by the ESRB. | 
PNAVODUM EN Ae) MLCT OO Ce) a 
versations with ESRB, the ratings | 
are designed to give consumers | 
Taela elev N=) LeU mee) CMe 
Fit cw] ae Co) Mm NN (eg eel c=ee | ay 
most appropriate. The ESRB 
ANIC] Meese TeLE] (0) 
SoM ee syst Mc 
conjunction with their own 

reiCccere TOM laCe re COM T= 
choosing a game’ 


licensed developers and 


publishers, nor do we want Sounds right to us! 
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Just before press time, 3DO sent us this art from the first title to benefit 
from 3DO’s new, “fewer, better games” attitude. It's an M-rated, as-yet- 
VTateit =e BLT Ws messin (oeeLele evan eM AMOUR (O10 H 8) Ce\ace MTN excl =Le 
archangel named Abaddon, who faces off against the Four Horsemen of the 
Apocalypse. Due around fall of 2003, the game features suitably moody 
design work by comic artists Simon Bisley (Lobo, Judge Dredd, Heavy Metal) 
and David DeVries (X-Men). lf 3D0 follows 
through on its promise, this 
could be very cool. 





~ Could you protect 
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buds? You could if you 
were an archangel 
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Judging by the splash they made at 


this year’s E3, the return of retro series 


such as Shinobi, Contra, and Rygar 
could mark the beginning of the next 
big trend in gaming. But they’re not 
the only legendary series making 
comebacks—here’s an essential guide 
to what you can expect from the 
classic gaming revival over the next few months! 


Tinga MWinmsbers 


They may be better known for their work on Skies of Arcadia 
for Dreamcast, but the team behind Sega’s next-generation 
Shinobi game aren't new to the series. Overworks president 
sates eu Norlecki left) played a key role in the develop- 
3 ment of the legendary Revenge of 
Shinobi for Sega Genesis, and 
NCU ClCEM I LeM IIe CH Rola 


Shinobi title dating back to the 
original arcade game. Takashi Uriu 
Crt OM eM Cet Lk ele Ta=l a 
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Think Devil May Cry’s Dante is a badass? Wait until you meet 
Hotsuma—Shinobi’s katana-wielding beast from the East! 


Ask any hardcore gamer for the top 
10 classic series they’d like to see 
revived, and Shinobi is sure to be near 
the top of the list. After years of 
begging and pleading on the part of 
loyal fans, Sega has dusted off its 
shuriken and dry-cleaned the ol’ ninja 
suit for Shinobi’s return on PS2 
following a two generation absence 
(Shinobi Legions for Saturn, in its eye, 
never even existed). 

Having been wowed by the game 
at this year’s E3, we just had to know 
more—so went straight to the source: 
Sega Overworks producer Takashi 
Uriu, the man behind the rebirth of 
ninja magic. Taking time out from the 
hectic development schedule, Uriu 
shed light on the secrets of his work- 
in-progress to us in this revealing, 
world-exclusive interview. 


Sat Ff aa 
z= : 
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Despite his helmet’s 
glowing “eyes”, Hotsuma 
isn’t supposed to be 
a cyber-ninja 


Why — — 


did you ¢ , ‘ se 
specifical- a ds . x 
ly choose to 
bring Shinobi back 
from retirement? 
The 
remaking of Shinobi is 
something that’s been in discussion 
since the days of the Saturn and the 
Dreamcast. Last year, after Sega dn 
announced its plans to switchtoa y/o 
platform agnostic stance, we at 
Overworks felt that we needed 
to bring to the rest of the world a 
franchise that was fresh and 
exciting. Amongst all the 
franchises that Overworks 
owns, we felt that 
Shinobi was the most 
fitting one for 
this job. 








How does it feel to be 
working on a classic series that so 
many gamers around the world 
expect so much from? 

Not only do we need to live up to 
the expectations of Shinobi fans, we 
need to create a game that will attract 
new fans to the series. Trying to 
balance these two aspects has made 
development very difficult. But, with 
team members from previous Shinobi 
titles working with us and advising us, 
coupled with the strength of the 
development team itself, things are 
proceeding quite smoothly. We, too, 
are all fans of the franchise, and we 
are all honored to be allowed to work 
on the new Shinobi. 


Besides the 3D graphics and a 
new character, what other big dif- 
ferences can fans of the earlier 
games expect? 

Players will find a sort of old- 
school refreshing level of difficulty in 
this game. Also, with the addition of 
the wall running technique, players 
will find that they have even more 
control over their character and that 
will be a very important part of the 
strategy in the game. 

Also, the main weapon in the 
game has switched from throwing 
knives (the main weapon in the 
original games) to a katana. That 
changes things drastically, as the 
player must now dispatch enemies at 
a much closer range. 

But, perhaps the biggest break 
from the original Shinobi games is the 
addition of a deep and intriguing story. 
Most ninja stories or games have 
primarily focused on ninjas being 
cold-hearted, killing machines. 
However, we decided to focus on the 
more human aspects of ninjas, 
creating a tragic and dramatic story 
and atmosphere. 


Why did you choose to 
develop the game for PS2 specifi- 
cally? 

With games like Sakura Wars and 
Guru Guru Onsen already out on the 
PS2 [in Japan], it was simply the 





» As he falls, the ‘copter starts to explode. 





In addition to his katana and throwing 
knives, Hotsuma will be able to use powerful 
hand-to-hand moves against enemies. 


Running along walls is one of Hotuma’s most 
useful skills—it will even be used to reach 
otherwise inaccessible areas. 
platform that we had the most experi- 
ence on. And we had also decided 
that we wanted to release this title in 
the winter of 2002, and the market 
analysts have stated that the PS2 
will have the largest 
userbase [of all systems] at 
that point in time. 


What was the inspiration 
behind Hotsuma’s long red scarf? 
There are many stories and games 
about ninjas throughout the world, so 
we wanted to give Hotsuma 
something that would make 
him instantly recog- 
» nizable. After we 
decided to give him 
a scarf, the designers, 
half-jokingly, made it 
super long. One look at 
\ Hotsuma, with his red 
scarf trailing behind 
him, flowing gracefully, 
and the entire team 
was enthralled. We felt 
that we had found our 
image. 












Will you be adding 
distinctive elements or new 
gameplay mechanics for each 
level, like the horseback riding in 
Shinobi 3? 

While we are not planning to 
include anything as dramatic as 
horseback riding or anything else 
that completely changes the game 
mechanics, you can expect new 
experiences at each of the many 
levels of the game. New enemies, 
new traps and environmental inter- 
actions, and an increasing complexi- 
ty of level design for players to jump 
from wall to wall in. While the 
player will have access to all of 
Hotsuma’s abilities from the 
beginning of the game, the player 
will be required to use them in 
new and interesting ways as he or 
she progresses through the game. 


A lot of the moves 
Hotsuma performs (such 
as running along 
y walls) are extremely 
cool. Were you influ- 
enced by any 
specific anime or 
movies during the 
game design? 
In Japan, we are 
exposed to tons of 


Aomizuchi’s 
exact role in the 

2 game hasn’t been 
revealed, but this cool- 
looking ninja’s headgear 
looks a lot like 
Hotsuma’s—could he be 
an old rival, maybe? 
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samurai and ninja-based movies, TV 
shows, and stories since our 
childhood. It becomes a part of us... 
they are our heroes, in a way. Having 
always been intrigued by ninjas since 
childhood, we all wanted to capture 
the essence of a ninja... the silent 
rage... the honor. We tempered that 
with a little bit of Hong 
Kong/Hollywood action movie 
elements (special effects, wire work, 
etc. is what really got us thinking), as 
Well as some of the “newer” action 
heroes like Spider-Man. And while 
there was no specific anime, per se, 
that influenced our design, we took a 
long hard look at Capcom's Devil May 
Cry and were heavily influenced by its 
over-the-top style of cool action 
sequences. 


PSM: How many stages will there 
be, and what sort of boss charac- 
ters have you dreamt up for them? 
TU: There are eight stages. The demo 
stage that you saw at E3 is the equiv- 
alent of perhaps one-eighth or one- 
tenth of one of the final stages. As 
you can see, they will be humongous 
and very complex in nature. We 
guarantee that each stage will take a 


~ you just by looking at 

















very long time to clear 
completely, with all secrets 
and whatnot. Each stage 
will also have two 
separate boss characters. 
The will be two 
different types of 
bosses: ninja and 
demons. 

Each of the ninja 
will be a jyounin 
(upper level ninja) 
with unique abilities, so 
the player will be faced 
with extremely high-speed 
combat. And just like the 
games of old, we plan to 
include demons that are 
enormous in size (more than 
30 feet tall) that will frighten 


them. And there may 
be even a few bosses that will 
surprise the users, as we are consid- 
ering things such as modern day 

weapon bosses [like tanks] and such. 


PSM: Will Ninja Magic work any 
differently than in the previous 
games? 

TU: Just as in the previous Shinobi 


Y The semi-futuristic vision of Tokyo that the Shinobi team is creating looks nothing short of 
stunning, with amazing architecture and lots of areas—many hidden—for Hotsuma to 


explore. Throw in one of the coolest-looking heroes yet and you have one stylish game! 
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<The game’s star, Hotsuma, is 
obviously such as badass ninja he doesn’t 
care if he gets seen—how else can you 

. explain that super-long red scarf? 


titles, there will be a limited 
number of ninjyutsu (ninja 
magic) that the player can 
/,use. Although that number 

/ may be limited, each will 
have a spectacular effect, so 
they will be essential to the 
gameplay. At this point in 
time we are planning on imple- 


# menting three to four different 


2 types of magic. We feel that this is 
a very important feature in the 
game, so we feel confident that we 
will come up with results that will 
please everyone. 


PSM: Have you considered adding 
a two-player mode? What about 
bringing back the dog sidekick 
from Shadow Dancer? 

TU: Our primary objective when 
designing the game was to create an 
experience that was extremely 
enjoyable from a single player per- 
spective, so unfortunately, we haven’t 
planned for a multiplayer mode. We 
had thought of a mode where 
perhaps players could fight side by 
side, or even fight against each other, 
but in the end, we decided to hold off 
on those features for our next 
installment. As for the dog, to 
be honest, | love dogs. | have 
a pet dog, in fact! But, unfor- 
tunately, ninja dogs will only 
appear as Hotsuma’s enemies 
in this game. 


PSM: Will there be any mini- 
games, like the shuriken- 
throwing in the original 
Shinobi? 

TU: During the game, we 
wanted the players to 
primarily focus on the story at 
hand, so there will be no 
pointless mini-games. 
However, upon clearing the 
game, we are considering 
adding various gameplay 
modes that are similar in nature. 


Finally, he lands on the street below. 
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Think the idea of two bosses per 
level is hardcore? Try this on for 
size: one of them will actually be a 
massive battle tank! Swords and 
SUP a clare leeM oon eM UNI =Pa OU) Ne) 
will the ancient ninjitsu arts stand 
up against modern military 
muscle? Like the famous tank 
encounter in Metal Gear Solid, we 
can only imagine there's a pilot in 
HUT eae NNN) 


La 


Cy Peay ninja masters, but how 
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AC eC CHER meni (cy 
in handy to avoid its powerful cannon! 





We really wanted to preserve the 
intensity of the story, and felt that the 
addition of gratuitous mini-games 
during the main story would dilute the 
emotional impact it should have. 
However, the additional modes that 
we are considering would definitely 
Satisfy any cravings for that type of 
gameplay. 


PSM: Finally, have you considered 
any cool secrets, such as hiding the 
original Shinobi games on the disc? 
TU: That’s actually a great idea. As | 
stated above, we are planning on 
adding tons of hidden features to the 
game, that [including the original 
games] being one of the ones we had 
considered. If we have the time and 
budget, that is definitely something 
we would consider very strongly. 


The badass has arrived, set for action! 





ONCE UPON A TIME... 
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THE LEGEND OF 
EXCALIBUR. 
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CAST MIGHTY SPELLS AS MERLIN, INTENSE STRATEGY IS THE KEY TO VICTORY 
THWARTING EVIL WITH MAGIC AS THE AS YOUR TROOPS LAY SIEGE TO ENEMY 
EXCALIBUR IN A RUTHLESS CRUSADE LEGEND UNFOLDS WITH LEGION’S FORTRESSES AND HELP RESTORE GLORY TO 
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THROUGH HEROIC BATTLES. 


LIVE THE LEGEND OF KING ARTHUR. 
Sneak Preview@www.legion.midway.com yy Blood 
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Contr 


The once shattered series eyes a 


return to greatness in Shattered Soldier 


fter taking a generation off 

to work on strategy 

games—the Vandal Hearts 

series, in particular—the 

brains behind Konami's 
seminal hardcore shoot-'em-up series 
are back on active duty. Picking up 
where they left off with the glorious 
SNES blaster Contra: The Alien Wars, 
the team has its sights set on creating 
a true shooter for the 21st century— 
but it also has the task of returning 
this beloved series to its former glory 
after two seriously flat installments 
on PSone. 

Their plan is three-fold. Step one: 
make sure it plays like Contra. It does. 
Step two: make sure it looks like 
Contra. Thanks to the dark creative 
vision of artist Ashley Wood, it does. 
Step three: update the series for a 
new generation, but don’t mess with 
it too much. It’s that last bit that has 
us most excited, and, at least so far, 
what we've seen is promising. 

One major thing the team’s doing 
Is to integrate the different types of 
gameplay seen in previous Contra 
outings—vertical scrolling, overhead 


om Se ee ps 8 ir 


The perspective will change 
frequently during Contra’s levels— 
one second you'll be running from 
side-view, the next you'll hop onto 
a speeder bike and go zooming 
into the screen, all without as much 
as a second’s pause. 


=e = 


The graphical difference is tremendous, 
but fans of the original will recognize its 
classic gameplay right off the bat. 
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The first level’s main 
boss continues to 
mutate as you attack 
it, until it eventually 
Starts puking putrid 
slime at you. Yikes! 


view, 3D maze running—into 
one seamless experience. 
Instead of switching views 
every level, the game will mix 
things up on the fly. The result 
is a game that plays primarily 
in two dimensions, but will 
transition to more 3D-style 
sequences (such as riding a 
hover bike towards the screen) and 
back within the same level. 

Another interesting element 
being added to the mix is the Hit Rate 
meter. Borrowing from their experi- 
ence in developing adventure games, 
the team is actually aiming to give 
players more freedom in how the 
game progresses. Simply described: 
the better a player you are, the more 
of the game you'll see and the better 
the ending you'll get. How accurate 
your shooting is, how much you 
destroy, and which path you take will 
all factor into your Hit Rate, which is 
displayed prominently at the top of 
the screen. This alone should help 
give the series a freshening up—not 
to mention more replay value. 

Factor in an actual storyline that’s 
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very mature (the main character has 
killed his old partner, for goodness’ 
sake!), plus plenty of nods to previous 
games in the series (yes, even the 
Classic “level complete” theme) and 
this retro revival—due in November— 
should make long-time fans 
drool with anticipation... 
and smile at the chance to 
finally forget those awful 
PSone games. 


MIDDLE: Flame throwers 
work best against these 
airborne enemies, which you 
can fight while hanging onto 
the rail by one hand. 





RIGHT: Part-way through 
the first level, you'll hop on 
snowboards and race downhill 
battling a worm-like boss. # 





¥ You'll actually ride this hover bike into, out of, and across the screen while fighting a hovering 
mini-boss—who, like many of the game’s enemies, has several varied forms and attack patterns. 
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a ee pa Sie 
aa 3 In the spirit of PS2’s retro resurgence, here are five 
— REE = Eas | fabulous (but forgotten) classics we'd like to see 


Tecmo’s 8-bit action hero is back, but his incredible weapon may Dea UC CE oS 
be the real star of this legendary journey 
BIONIC COMMANDO 


AMOR eMO MOL re\Ve nic 


he Diskarmor, _ section of a coliseum, are a true measure of | } 7 
es E =se:ts “NES games—sometimes 
aes 


a bladed what to expect. There'll be story a-plenty, but 
shield on a the real focus—as it was in the original 8-bit 
chain, made game—will be on constantly assaulting the 
for a good- player with wave after wave of enemy. 
looking sprite back on Then there are the boss encounters 
the NES, but for Rygar’s — themselves, which pit the leather-armored 
A return on PS2, the Rygar against massive, multi-screen mon- 
series’ designers have strosities ripped from Greek mythology. One 
turned it into one of the example we've seen is a statue-like boss 
# best new play mechanics that’s so large he must be scaled using the 
me, we've seen inalong time.  Diskarmor, then hacked away at, exposing his eer ens 
Using. the analog stick soft innards—yikes! r Pea nts 
to guide it, the Diskarmor With its gorgeous Greco-Roman settings bles rt Mca coca 
can be made to whip and innovative play mechanic, this is certainly Ay 4 Pe unRanulcke cece 


we close our eyes and 
Taney) mame) (3 
extending-arm play 

PM riserelcen ie 0 (emec-las 13 


: Ua is 
LOLOE ti = COMO RCre et 


DOUBLE DRAGOM 
We've been dying for a 
good 3D beat-’em-up for 
YEARS, so why not head 


out at enemies, one of the more technically impressive retro 
activate switches, revisitings in the cards. Look for much more ret ie. eee 
swing from anchors, help scale walls, and _on this promising action-adventure creation % 5 naa TA ate] 

even embed itself in enemies who can then as its November launch draws near! aD . AChR Ulce ss 
be twirled around into - ren : - _ vo \ deity-sim and action 
others—all with extreme : = =" eR ‘ game hybrid, but we want 
fluidity, It’s also the key to eC 1) igs i, : fi ; the real deal—stirring 
Rygar: The Legendary 2 >-- 3 Pa Dn a ‘ Yuzo Koshiro orchestral 
Journey’s overall working ke silos,’ igh P ; ar score and all! 


theme: total destruction. 


Smashing the already if oe fe a s js a Tae oi. SPLATTERHOUSE 
gorgeous-looking levels to itty- = ee ee eee a ie ore STAC SHC 
bitty pieces won't just be * gst ee 2 , ee 2 Pe Ak Bee 
possible, it’ll be essential to oo ; S oy ee : ee RRS OCA 


to fit the bill than Namco's 
tale of a hockey mask- 
wearing anti-hero with 
Earl \ eg 


progressing further into the 
adventure. There are simple 
examples, such as knocking 
over a pillar to create a bridge, 


x 
but the more extreme ones, Morey AES are ready to 
like knocking down a whole Pye ee UR ML eed ; : Cees PGs 


This multi-player, future- 
sports classic was the 
only football game we can 
Teen Ut esi Uirel merle tLe] 
spiked robots and an 
exploding ball—now 
freee Are] emer] re) 

Say ek 


ee eens en 
‘: 


as 3 


» It looks nearly identical to the laserdisc 
original, but Dragon's Lair 3D is a totally free- 
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The hardware of the Future... 


s videogames continue to evolve and 
change, the hardware powering them also 
has to adapt and become something 
greater. Generally, this can only be done by 
releasing add-ons which provide something 
that the original console can’t do. However, 
for the most part, add-ons have never 
become popular. You just have to think back to the days 
of the Sega CD and 32x or, even more recently, the 
Nintendo 64’s 64DD drive in order to see that. In the 
case of the PlayStation 2, however, this trend may not 


continue. Sony is a very savvy company and if there’s 
one thing it knows, it’s how to sell to consumers. It also 
knows that there’s a whole world of potential profit to 
be made from the quickly growing PS2 userbase. 

Over the next year, the company plans to roll out 
several innovative products which look to expand the 
abilities of the PS2. It views the console as something 
more than just a device for playing games on. Let’s 
hope consumers will, too. Take a closer look at some of 
the add-ons that will change your PlayStation 2 into 
something completely new and different. 























The First Step 


On its journey to expand the PS2 beyond its console roots, Sony will first 
have to overcome one major challenge. On August 27th, the Network 
Adapter will be released and the millions of gamers out there will finally 
get their chance to see what online is all about. It’s definitely going to be 
a challenge for Sony to convince people that this little $40 peripheral is 
a must-have, but the dozens of titles in the works will certainly help. 
Regardless, Sony needs to do whatever it can to get this product out 
there, because it’s the most crucial part of the future equation. If it 
doesn’t sell, then Sony’s dreams of expanding the PS2 will all but 
crumble to dust. No pressure, right? 


The only other speed bump on 
Sony’s highway to the future is the 
HDD, or hard drive. Of all the add- 
ons that the company is currently 
envisioning, it is the most expensive 
and, perhaps, the most important. 
The Network Adapter only gets you 
online. The HDD helps to provide a 
compelling experience that should 
hopefully keep you online. 
Unfortunately, unless Sony 
can get the price of the HDD 
down to an acceptable level, 
you're probably not going to see 
many people buying it. And if 
people don’t buy it, then devel- 
opers are probably not going to 
support it. Sony needs a killer 


Bee URE 
Beara 8g 
gamers who want 
.. to play online: the 
ong 
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A Definite Hard Sell 





game that truly makes use of the 
hard drive and shows what new 
things are possible. Fortunately, two 
such games may appear as early as 
Spring of 2003. Both Final Fantasy 
XI and EverQuest Online Adventures 
are eagerly anticipated and both 
take advantage of the 
drive to speed up 

loading times and create 
persistent worlds that 

are constantly changing. 
Also, other possibilities 
for the HDD include 
turning your PS2 into a 
Tivo-type system where it 
could record all your 
favorite tv shows, or as a 








Ts | mete Tt ice 


| Throughout the history of 
videogames, the controller has 
© always been an important piece of 
the equation. After all, how else 
could you tell the console what to 
do, right? We've all just gotten used 
| to holding something in our hands 
| while playing games. Well, thanks to 
= the efforts of Sony’s London devel- 
Ss opment studio, that might actually 
change pretty soon. 

Now, after several years of 
research, the studio has managed to 
develop a way for the PlayStation 2 





storage device for all your MP3s so 
that you can play all your favorite 
tunes anytime you want to. With this 
device, it definitely seems like the 
sky’s the limit! 


iat 


to recognize commands using only 4 
simple USB-based Webcam and 
two colored balls. The technology 
EVAL M seen Me Uma als 
now, but the potential is definitely 
there. Soon, you may not have to 
use a controller at all. You'll just 
POEM OU MAIS CMM Cet ee) m LT) 
screen and be able to play the 
PET ema el MUL ACc] 
titles are in development and slated 
for release by the end of the year. 
Does this simple Webcam signal the end 


ym en mei era Lm CUCM LL 
Sony’s London-based studio, will tell... 


A Oh sure, it’s shiny, but can gamers afford it? 
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4 Why push buttons to move 
your troops around when 
you can just scream at them, 
like in the real military? 
Logitech’s headset mic will 
give you that option. 


Your hands may be full with the DualShock 2, but that doesn’t mean you 
can’t strap something onto your head and discover even greater gaming 
pleasures. We suggest Logitech’s PS2 headset microphone, which makes 
barking orders to fellow soldiers in SOCOM blissfully easy. Plus, with support 
for the headset now part of the PS2 development libraries, you should soon 
be able to use it for planning strategies and talking smack in any number of 
titles, from shooters to sports games. Right now, though, the headset only 
comes packaged with Sony’s online title, SOCOM, but there’s a chance that it 
will be sold separately in the near future. 





Recently released in the U.S., the Linux Kit turns your PS2 into a full- 

| fledged PC with the ability to create 

Bay esearch )ceyicl ence ene 

| around $200 and comes with a 
mouse, keyboard, software, 
Broadband Adapter and a hard 
drive. If it’s successful, maybe 

Ye) aN Mas) (=r-S-Me len an ETON) 

of this package, but with different 

operating systems. 
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going to be a lot of fun to see how the 
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Get paid. 








Visit www.esrb.org or 
call 1-800-771-3772 
for Rating Information. 





You gotta love this job. 
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GETIIUTIOY PUBLISHER ACCLAIM | DEVELOPER CRITERION GAMES | RELEASE DATE FALL | TYPE RACING | MAX PLAYERS TWO | ESRB RATING EVERYONE 





CONTENTS 


(3 Alter Echo 
ATV 2 


Burnout 2: 
Point of Impact 


EZ) Hitman 2: 
Silent Assassin 


Jet X20 a a 
Ef) Legends of Wrestling 2 ; eae nD . a. 

Lord Of The Rings ; B 
Shox 4 
ED) The Sims 

Sly Cooper 
TimeSplitters 2 
Turok: Evolution 
WWE Smackdown! 4 


H OT G AM E S A Wanting to outdo the first 
& game, the developers made 


the crashes in Burnout 2 even 


Don’t waste a second; more spectacular. cs 
meme “i ‘ 
be) t er ecm ey TL pr ( 


Racing through traffic was never this fun & Ae 








pe ec 











espite some visual “glitches”, stuff. After all, the racer did run at 60fps middleware engine which powers AAA 
such as the shimmering and practically all the time and featured some _ titles like Tony Hawk's Pro Skater 3 and 
aliasing, the first Burnout did amazingly impressive crashes. Not bad for Grand Theft Auto III and you can see 
show that the developers at the first time, huh? Also keep in mind that their potential. Now, almost a year later 
Criterion Games know their this is the company that designed the and with a lot more experience, the 


company is readying a grand sequel that 


¥ Going with The Fast And The Furious, Burnout 2 fea- looks to impress racing fans everywhere. 


tures plenty of decked-out vehicles that go very fast. 





Y oe ' : . . 
XS ; ee, | : Movie-Inspired 
pe - Te Inspired by such movies as The Fast And 
' The Furious and Speed, Burnout 2: Point of 


§ 


rs 








Pail easy (cap ae ct ayes 





A The green arrows are back and direct you in 
which direction to go. You'll never get lost. 
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<< WITH MORE DEFORMABLE 
PARTS, THE CARS REALLY BREAK 
APART DURING CRASHES >> 


Timer: 0:25.083 

eel 

tte ft 
Driving 

With the improved intelligence 
of the oncoming cars, it’s hard- 
er to predict what way they'll 


react. You'll have to have fast 
reflexes to survive these races. 


rH se, 









A The game still runs on a timed checkpoint 4 A lot more detail has best put into both 
system. Will he make it in time? the cars and the backgrounds. Pretty! 


A The easier tracks feature the freeways 
since it’s easier to dodge the traffic. 


Impact can best described as that big 
budget, special effects-packed, sum- 
mer spectacular that’s actually inter- 
active. Taking place in six new U.S.- 
inspired locations, the game will 
include a whopping 32 courses wind- 
ing through Los Angeles, the Rocky 
Mountains, New Mexico and even a 
busy international airport. Compared 
to the first game, these new courses 
will be larger, feature twice the level of 
detail, and have a much further draw 
distance (so you can see further). 

One of the main draws of Burnout 
was the amount of traffic that you had 
to drive through. Each race was an 
adrenaline rush, as even a slight mis- 
take could cause you to barrel head- 
on into a two ton semi. Well, get 
ready to be stressed out even more, d 
because not only has the traffic 4 Don’t games look so much better when they use anti-aliasing? We think so. 
amount been increased in Burnout 2, 
the Al has also. Drivers react even An up-close look at 
more unpredictably, so you never aw = iE EAKD OW Percents 
quite know what's going to happen. 
Because of that, even more spectacu- 
lar crashes are bound to happen. 


A You always have to be on your guard 
with this L.A. traffic. It’s crazy down there. 








Super Crashes [mii ey 


p P eC Um lily 
Speaking of crashes, the 21 cars in has also been 
this sequel can take a far greater Sr 
detail i d h ae ibl Poe UCR EC LLG 
letail of damage than was possible ‘ more of an unpre- 
before. Basically, every major thing ‘ dictable feel. You'll 
you see on the vehicle can be my teeta enes 


how they'll react: 
deformed and broken off. Crashes y 


often result in an explosion of pieces 
and debris flying everywhere. It all 
sounds great, doesn’t it? Well, let 
me make the whole thing even 
sweeter by saying that Burnout 2 
will not only run at a locked 60fps, 


it will also utilize full-screen anti- : Las oe 

aliasing to smooth out all those : ae se: beak a a 

‘ aes ; See nay 

jagged edges that marred the origi- : a eae : : ; ; ; 4 

nal game. We don’t know about . ; r rf 4 ag Duy 

you, but come this fall, we're defi- 3 eeigen ore 2 4 et urs cs 
. . + an en Sis ee [ - - aes s 3 ei te 

nitely going to be in the driving seat us Ce iC aeee| z Mieco start ey 

of this game. STEPHEN FROST tae, a = | the detail levels in 


the various racing 
oN 


Can the magic of the PC hit translate over to 
the PS2? We hope so. 
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4 Learning to take those turns well 
increases your chances of victory. 
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A Check out this guy in the mohawk. He 
sure is freaky looking! 


PUBLISHER SONY CEA | DEVELOPER KILLER GAME | RELEASE DATE OCTOBER | TYPE RACING | MAX PLAYERS Two | ESRB RATING EVE ONE | 


JET X20 


The spiritual successor 
lo the Jet Moto series? 


ne of the pleasant 

surprises at Sony’s E3 

booth this year was a 

little title aimed at 

taking down Infogrames’ 
own Splashdown. Titled Jet X20, the 
game featured several lush environ- 
ments that just begged to be 
explored and plenty of rather unique 
looking characters. In more ways 
than one, it really seemed to 
resemble the famed Jet Moto series 
from 989 Studios. 

Players will be able to enjoy four 
gameplay modes, which include Trick 
Race, Season, Rescue and Trick. Of 
these, though, Rescue seems the 


With its lush environments and realistic water, 
Jet X20 is one game we can't wait to see! 

















FURY e 


Online racing for the AlV crowd 


he original Offroad Fury 
seemingly came out of 
nowhere and captured the 
hearts of gamers every- 
where. So it is with great 
pleasure that we're able to show you 
some new screens of the eagerly 
anticipated sequel and reveal a bit 
more about it. 
Along with the obvious additions 
of new vehicles (20 in all) and 40 
massive environments to race in, 
Offroad Fury 2 also includes two very 
major and welcome features: online 


a 
Cae 
es 


With its online and i.Link support, Offroad 
Fury is one game we definitely want to play! 





ATV: 


OFFROAD | 






most unique, as it has you rescuing 
flailing victims in order to earn points 
for special rewards. It’s good to know 
that there's more to this game than 
just straight racing. 

In all, there are eight selectable 
watercraft, each featuring their own 
unique attributes. There will be the 
same number of racing courses as 
well, but they aren’t your typical 
courses. You'll be challenged with 
realistically reacting water in the 
form of raging rivers, hard rapids 
and huge waterfalls. The develop- 
ers even included random and 
triggered events that occur during 
the races and increase the overall 
challenge. Now, if they can just 
improve the control a little bit more, 
than we'll be extremely happy. 
Regardless, we can’t wait to see 
more. STEPHEN FROST 




















and i.Link support. Yup, that’s right. 
You and three of your buddies can 
compete against each other online 
using the Network Adaptor (which will 
be available at the end of August) or 
you can simply hook your PS2s up via 
a firewire cable and play on two tele- 
visions. Isn’t that awesome?! 

Getting past that, | guess we 
should mention that the game will 
also showcase seven different race 
modes and a bevy of new mini- 
games. You'll also be able to create 
your own rider and completely 
change his appearance in every 
available way. 

It truly seems like this will be the 








year of racing games. There are so 
many good ones! STEPHEN FROST 


4 All the tricks you know and love are 
back, plus new ones. There are tons now. 


A Victory is even sweeter when you win 
online—and earn bragging rights. 
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Blurring 
i nt 


If you've seen it on TV, chances 
ETM Old ms=tcM a IAP U EY 
4's story mode. Backstage or in 
the ring, the alliances and story- 
lines are constantly changing. 


WWE 


Could it have the 


GAME INFO 


A TitanTron diving, studio interviews, driving trucks to the ring... 


SMACKDOWN! al 


greatest story mode yet in a wrestling gamer 


ead ies 





if it’s on TV, i 


PUBLISHER THQ | DEVELOPER YUKE'S | RELEASE DATE FALL | TYPE WRESTLING | MAX PLAYERS FOUR | ESRB RATING TEEN 


PUR CN Cem TLS CROLL SL 











o matter how cool the 
in-ring action may be, 
storylines are the real 
backbone of professional 
wrestling. Promos, inter- 
views, vignettes—they’re what keep 
the shows fresh from week to week, 
but they’ve largely taken a back-seat 
role in wrestling videogames. That 
should change in the latest WWE 
SmackDown! title, thanks to the much 
greater amount of attention that’s 


Reb Van Dam 
afin = FIFE — s 





4 You'll be able to perform more elaborate moves— 
such as the Van Daminator—involving foreign objects. 


being paid to this element. 

Last year’s game made some 
progress, but this year’s is really going 
all out. For one, the dialog and 
scenarios already seem more 
polished, with more of the multiple 
story path points seen in SmackDown! 
3. More exciting, however, is the 
focus on recreating the sort of 
variety (and shock value) we're used 
to on TV—things like Austin driving 
his truck to the ring, or studio inter- 





views that turn into brawls. 

The attention to recreating what 
we see on TV in the game will also 
extend to the gameplay. Backstage 
areas will be much more detailed and 
varied, with boxes and other debris to 
hurl opponents into. Even the arenas 
will be more interactive; we've already 
seen wrestlers leaping off the 
TitanTron screen onto opponents! 

It remains to be seen how timely 
the storylines will actually be; the 


current build still has Stone Cold in it, 
and there are two heavyweight belts. 
Hopefully THQ will iron out these 
inconsistencies before the game 
ships, but we're in for a deeper expe- 
rience no matter what. 

RANDY NELSON 


Wrestling buffs are sure to appreciate the 
improvements in storyline detail. 





RESTI 


A The arenas will be more detailed and interac- 
tive—you can even see images on the monitors! 





4 “Whatcha gonna do when Castlevania... er, 
I mean Hulkamania, runs wild on you, Hunter?” 
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SLY COOPER 


AND THE THIEVIUS RACCOONUS 






Paar) 


PUB SONY CEA | DEV SUCKER PUNCH | RELEASE DATE SEPTEMBER | 


TYPE ACTION | MAX PLAYERS ONE | ESRB RATING EVERYONE 


a 


A As any thief can tell you, follow the 
dollar signs to enter that next cool level. 









ee 


{ best Sas ~ A fa 
4 It's amazing how beautiful this game looks. The artists at Sucker Punch should all be 
given large raises... immediately. They certainly deserve that, plus some candy. 


é, 


A Sometimes, you have to go out ona 
limb to find those needed power-ups. 








One last look at the lovable master thief 

















ext month, we should 
have the finished version 
of Sly Cooper in our 
anxious little hands, but 
that’s not going to stop us 
from taking one more preview look at 
this stellar game. After a few hours of 
playing, we were surprised to see that 
not all of the levels were what we 
were expecting. One of them actually 
throws you into a submarine as you're 
trying to destroy various crates and 
the crabs that are trying to steal 
them. | know, it sounds a bit 
strange, but it’s definitely fun. 
From past issues, most 
of you should know that 
almost every level in the 
game contains a locked 
safe. Collect all the 
coded messages on each level 
and you can decipher the combina- 





















tion for the 
an dcr he ; E | S 2 fe pe ir a 
moves and a i S LY! 


features that are 
contained within. 
The ones that 

we've discovered, 
so far, include a 
cool spin- 
attack 


It wouldn’t much of a thieving 
Pe eM URC M MO Le) af 
of security going on. In most 
cases, that security comes in 
the form of colored spotlights. 


In general, yellow means you're safe and haven’t been spotted. Red shows that you'd 
better be careful. Get hit by a red light and you're toast, unless you have a lucky horse shoe. 












A Every so often, you'll come across these treadmills that you can use to power certain 
machines in the levels. Just try to think of it as going to the gym... 


for Sly, the ability for him to roll into 
a ball and a unique slo-mo feature 
that makes all the enemies move 
like molasses. We can’t even begin 
to think what other cool things the 
rest of the locked safes will reveal. 

As we play more and more of this 
game, the more and more we like it. 
It seems the developers at Sucker 


Punch have really hit the genre right 
on the mark and managed to deliver 
a solid title that has both originality 
and personality. Come this 
September, it’s going to be your free 
time that Sly Cooper’s going to be 
stealing. Get ready, because the 
review comes next issue and it’s 
going to be big. STEPHEN FROST 


Tel oe 


To further break up the variety 
of gameplay, the developers 
threw in a decent number of 
eole Min Neel Sem 


A Use your binoculars to see the areas or 
enemies that you can’t quite reach yet. 


A Sly’s thieving tool comes in handy for 
smacking enemies and hanging onto things. 


The more of this game we play, the more we 
want to play. You'll feel the same. 





TO SURVIVE, YOU MUST CHANGE INTO A WARRIOR. 


CRIA: Whee ni sncecirer MOL e elie coua tne (elie Sine Racca cise kN erm Mg ELAM ac (41s); ee Lom Tee kegs Pa EO) iC eC Me UL ees) 1 Uy NUE ehe se yo) CUSTER He 


Selle 


Poi PUBLISHER E1005 | DEVELOPER FREE RADICAL | RELEASE DATE FALL | TYPE FPS | MAX PLAYERS SIXTEEN | ESRB RATING TEEN 
ss = rs - 
| “ ie 


4 This game has got to have the strangest variety of enemies ever. Sure, 
» this girl’s got the mega-cleavage, but check out that monster face. Nasty! 


A Character animations have been 
greatly improved. They react very realisti- 
cally to where they're hit. 


4 The weapons that you use correspond 
to the time era that you're in. 


MESPLITTERS 


The definitive PS2 FPS finally goes online 


A Are you ready 
to bust some 
caps? It appears 
this character 
certainly is... 


he great people over at 
Eidos were nice enough 
to send us a few new 
levels of Timesplitters 2, 
along with a couple of 
multiplayer maps, so we thought it 
would be a great idea to preview it 
one last time before the reviewable 
version hit. As expected, the game 


|) is coming along wonderfully 


and the level designs are 
starting to shine. 

Considering most titles in this 
genre lack any real quality single- 
player experience, it’s always been 
unfortunate that there hasn’t been 
any sort of online component 
possible. Games like Unreal 
Tournament and Quake III Arena could 
have benefited greatly from such an 
addition. Fortunately, with the PS2 
going online this month, it’s now 
possible for future titles to include the 
feature. And that’s exactly what 
Timesplitters 2 is doing. Also, the PS2 
is the only place that you'll be able to 
go online with the game. Too bad, 
Xbox and GameCube. Right now, the 
developers are shooting for 16 people 
per match, but that might change in 
the final version. And, in case you 
were wondering, you'll also be able to 
throw bots into the mix, as well. 

For those who aren't interested in 
the online experience but still want 
multiplayer thrills, 7S2 will deliver that, 


J 
rT ET eta 
Mitel ele mn eMS Tay i 
player experience, the be 
original Timesplitters 
delivered several killer multi- 
player modes. In the sequel, 
the multiplayer has been 
enhanced even further to 
include online support. 


a 


SOM mie 
player needs in a big way. You'll need to get the Network Adapter to go online, though. 


screen mode. Even better, connect 
several PS2s together via the i.Link 
ports and you can get some seriously 


as well. Just like in the first game, 
you'll be able to play against three 
other players in a four-way, split- 


78 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #62 SEPTEMBER 2002 / www.psmonline.com 





Tater ee fede cece a Teh 


Along with their clever designs, all of the environments feature 
countless interactive elements. Some of them can even be used to 
access other areas, while others are just there to be blown up. 


‘CoB 
eye (Gy 


CR CaN MIRE CRC Rm R Sener laa 
destroy a barrier field. Then, you can enter the newly revealed area of the factory. 


large deathmatch games going. We 
were impressed with the fact that the 
game rarely drops below 60fps, even 
in the most intense gunfights. The 
only thing that could be more impres- 
sive is if Eidos gets us a fully online 
version of the game in time for next 
issue. Here’s hoping. STEPHEN FROST 


seen & 
Whether you like Story Mode, Head-To- , . 
Head, or Online play, this game's got it all! A This locator device works great for seeing 
where the enemies are. 





em 21 = 


> The bots are back and 
they don’t look happy... 


fences esa Sa 


4 Don't get too close to the fire or you'll get burned as well. 





YOU MUST CHANGE INTO A HERO. 
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pT) PUBLISHER ACCLAIM | DEVELOPER ACCLAIM | RELEASE DATE NOVEMBER | TYPE WRESTLING | MAX PLAYERS FOUR | ESRB RATING TEEN 
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A The wrestlers will sport better detail 
and animation this time around, thanks in 
part to more realistic hair/cloth motion. 





A Tag-team tournaments are also in the 
cards, with several new teams joining the 
very hefty 65-grappler roster. 





A Even better than the real thii SU RUCM ee Rec e S UT sm ls Mm et | 
finally make a version of the Hulkster capable of performing more than three moves. 


LEGENDS or 
WRESTLING 2 


A belfer-looking blast from the past A Brett Hart’s back with his finisher, the Sharpshooter, looking sharper than ever. 

















hatcha gonna do Battles Royal with up to eight guys. mode. Plans also call for a bevy of substantial upgrade, with improved 


when 65 of the There's even a so-called “$15,000 DVD bonus material, including inter- modeling, detail, and lighting across 
greatest old-school Body Slam Challenge” mode on tap. views with many of the grapplers in the board. 
wrestlers run wild on Other areas of the game are the game. It’s already got more substance 
you? Pin ’em to the hulking up as well. There will be The gameplay is set to be largely —now if Acclaim can just work out 
mat, of course. Thankfully, in this more managers—including the similar, with one exception: there last year’s kinks, Legends of 
sequel to last year’s underachieving, “Weasel” himself, Bobby “The Brain” won't be as long of a delay between Wrestling 2 could end up being 
yet promising wrestling title, you'll Heenan—plus full wrestler entrances initiating grapples and performing a potential king of the ring. 
have more ways to make your tights- and an expanded create-a-wrestler moves. The visuals are due for a more RANDY NELSON 
clad opponents shed blood, sweat, 


and tears. 
Legends of Wrestling 2 will address 


one of its predecessor's biggest weak- NM ew iT p es 


nesses: a lack of match types. Where 


the original was limited to run-of-the- 0 f M7 re | Cc h a S 


mill singles and tag contests, LOW2 is ; 5 
getting extreme with cage battles, See ee mT 
had standard singles and tag 


ladder matches, table matches, and ee 
huge multi-man elimination bouts and DUB ee 
expect a lot more variety, es ; . 
including tables, ladders, and : : pa = q b. 


cages. Oh my! 


y id 


Yes, there were ladder and cage matches before WWE—just don’t expect the cage matches 
to be like Hell in a Cell. Making SuperFly leap off the top of a cage should be a blast, though. 


Acclaim just needs to make sure the basic 
gameplay is more refined than the first. 
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CHANGE OR DIE. 


Xbox™ video game system screenshots shown. 
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Visit www.esrb.org or 
call 1-800-771-3772 


for Rating Information. 
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their own Three Kingdoms Saga! Wi 
._. tohistory, or create an entirely new 


¢Choose to follow the campaigns of 
bee leaders; Liu Bei, Cao Cao o} 
™ 4 
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eThe character you choose determines how the 
action and event scenes unfold! 


AO n n 
eA multitude of play modes, including 2 player 
versus and cooperative! 


eMore than 40 playable characters with event scenes 
in full voicel! 


Xbox™: Coming September! 
PlayStation 2 : AVAILABLE NOW 


Produced by 
4; FOrCce 








@ Live your own Three Kingdoms experience! 
Play one of 535 characters from civil servant to the mighty Lu Bu! 


@ 10 scenarios with multiple endings and story paths! 
BUM rlcMo Me MMM el marley 


@The biggest leap forward in the series! 
Amazing graphics, quicker gameplay, 
and added features! 


Available Now 





PlayStatione2 5 


Dynasty Tactics, Dynasty Warriors 3 and Romance of the Three Kingdoms VII are trademarks of KOEI Corporation and KOEI Co., Ltd. ©2002 KOEI Co., Ltd. All rights reserved. FW ee) e) Marne MU) 
"PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in the 
U.S. and / or in other countries and are used under license from Microsoft. 








A As a hitman, you have to learn to use everything 
around you as a weapon. In this case, it’s a golf club. 


HITMAN e: 


SILENT ASSASSIN 





Eidos fakes out 2 hit on the PS2 


PUBLISHER E1D0S | DEVELOPER ID INTERACTIVE | RELEASE DATE SEPTEMBER | TYPE ACTION | MAX PLAYERS ONE | ESRB RATING MATURE 


GOLF CLUB 













aw 
A The variety of enemies in Hitman 2 
includes everything from the mafia to ninja. 


, Sa ee Q = 
A You're able to store all your weapons 
in one place, but can only carry a certain 
amount of them into each mission. 









4 When your attention meter turns red, that means that there are people who can see you. 








hile already popular 
in the PC world, the 
original Hitman title 
isn’t really known to 
dedicated console 
gamers. That’s about to change this 
September because Eidos is about to 
release the second installment in the 
series on PS2. 

You'll be thrust into the shoes of a 
successful hitman known only as 
Agent 47. In this sequel, he’s been 


Tale [ a8 
Perspective 


Similar to some of the other more 
action-oriented titles coming out, 
Hitman 2 gives you the option of 
playing the game from a first- 
person perspective or a third- 
Tee MONE 








tricked into coming out of retirement 
by the local criminal organization and 
then double-crossed. So, despite his 
desire to leave his dark past behind 
him, 47 must rely on all of his trained 
skills in order to just stay alive. 

You'll be challenged by intelligent 
enemies and cleverly designed envi- 
ronments. Depending on your playing 
style, you'll actually be able to go in 
full-force, with guns blazing, or com- 
pletely by stealth. You can actually 


PMS ee eee me 
scouting out the levels. 


make it through the levels without 
killing a single person, except for the 
primary target. This will require a 
good amount of skill, though. 

Unlike most games in this genre, 
you can only carry a limited amount 
of weaponry and ammunition. This 
definitely adds to the realism, but also 
introduces a bit of strategy. You're 
really going to have to figure out 
which weapons work best for which 
missions in order to successfully 


SU ay 


A The third-person view gives you a 
slightly larger viewing area... 
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complete them. Also, if you forget 
and leave a weapon behind in a par- 
ticular mission, you're not going to 
have access to it later on. Tune in 
next issue to get the full review on 
this action-packed title. 

STEPHEN FROST 


Can the magic of the PC hit translate over to 
the PS2? We hope so. 
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Mild Lyrics 
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A Despite its unorthodox look and design, 
Alter Echo is definitely one of the most 
colorful PS2 games in a long time. It also 
features more special effects than a 
big-budget Hollywood movie. 


ALTER ECHO 


Outrage brings innovation to the PS2 action genre 





aa) 








A You've even got lava pools flowing through 
some of the environments. 


PUBLISHER THO | DEVELOPER OUTRAGE | RELEASE DATE SPRING 2003 | TYPE ADVENTURE | MAX PLAYERS ONE | ESRB RATING PENDING 





A The artists must have been on something to 
design a game like this. 


A Outrage is using “PostFX” to create unique 
visual effects. 














Ss one of the most 
important substances in 
the universe, Multiplast 
is a viable commodity 
for the corporations 
mining the planet Proteus. Used by 
beings called “shapers” to create and 
build various bio-machines, the ecto- 
plasmic goo is as cherished in the 
future as gold is today. But there’s 
one problem. A rogue shaper named 
Paavo has formed a new variation of 
the element called “Xenoplast”, 
which has become self-aware and 
taken control of its surroundings on 
Proteus. Bent on destroying man 
before it can destroy it, the renegade 
creature has gone on the offensive. 
A shaper himself and a master of 


Unique-looking and playing games like A/ter 
Echo are always welcome on the PS2. 





the Time Dilate technique (merging 
with the surrounding energy fields to 
stop time), Nevin has been appointed 
by his corporation to infiltrate Proteus 
and stop the Xenoplast before it can 
maliciously attack humankind. Armed 
with a myriad of abilities, it’s up to you 
as Nevin to save the species. 

And thus begins THQ’s next action 
adventure, A/ter Echo; an ambitious 


eM tet} = 
aE 


Paavo is unique in the regard 
that he can shift into several 
different unique forms. Here’s a 
sneak peek at several of the 
shapes this master metamorph 
can achieve. 


combination of combat, assassina- 
tion, and Chrono-manipulation. Told 
through an absolutely stunning visual 
presentation and allowing the player 
to fight in both real time and turn- 
based situations, this amalgamation 
of genres into one fluid beast is 
quickly gaining the support of 
insiders and consumers. 

Appearing in stores for Spring 


2003, Alter Echo is far too 
complex to describe in the small 
amount of space provided here. 
Stacked to the rafters with wild 
transformations, spectacular 
monsters, and fantastical stages 
derived from only the most 
warped of imaginations, Nevin’s 
journey through weirdness can 
only get better. JEREMY DUNHAM 





From humanoid form to bug form, it seems Paavo has a shape for any given situation. 
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ETSY PUBLISHER ELECTRONIC ARTS | DEVELOPER EA UK | RELEASE DATE FALL | TYPE RACING | MAX PLAYERS TWO | ESRB RATING EVERYONE 


SHOX 


EA shox gamers wilh an 
all-new rally game 





Rd £5 ae 
A The best thing about rally games is the 





t the last minute, EAhit | “Shox Zones” which award you on ability to powerslide like mad. 
us with some info and your ability to handle the cars at high : ans caases ee Fa terre 
screens from its speed. Your skills at cornering, eee aioe ‘o the more enjoyable off-road variety. 
upcoming rally games, passing and overall racing will : : 
so we thought it would determine how many points you'll 

be cool to include it in this = earn and what award (Bronze, 





Silver or Gold) you'll get. 
The points can then be 
used to unlock new 


issue. Shipping this Fall, 
Shox drops you into 
24 licensed vehicles 
as you race your way gameplay elements and 
through three-lap courses. 
circuits located in the Arctic Better yet, up to four 
Tundra, Arid Desert and Asian Jungle. players will be able to compete 

The main emphasis of the game is against each other via a split-screen 
speed, so there's been a lot of option. You can even place bets and 
thought put into that department. put your own cars up as collateral. 
Each of the 21 tracks features special Win and you're one step closer to 
building that ultimate off-road vehicle 
collection. Lose, though, and you're 
going home crying. What a cool idea. 


Now here's an idea: a racing game with the We just hope we'll get some hands-on 
emphasis on how fast you can drive. 





time in the near future. STEPHEN FROST A Unlike most rally games, you’ll actually be racing against t opponents and not just time. 

















A It may not look as good as E.A’s game, but there looks to be plenty of action and 


excitement in el HOTR wue Battles are going to be ae ines in size. 
4 <3 4 3 PUB UNIVERSAL | DEV SURREAL | RELEASE DATE FALL | MAX PLAYERS ONE 


a LORD: RINGS: 


The Fellowship of the Ring 


o clear things up abit, there obstacles and enemies. In all, the devel- 
will be two Lord of the Rings opers promise at least 28 different types 
games coming out this year. of opponents, ranging from roaming 
One of them is based on the monsters to classic “boss” creatures. 


New Line Cinema movies and From what we've seen, the game 
will be released by Electronic Arts, environments are shaping up to be 
which we covered in the July issue quite impressive, with highly detailed 
(#60). There's also another title, textures and a decently far draw 
however, that’s based strictly on the distance. It’s interesting to see the 
J.R.R. Tolkien novels. It’s being more popular locations, such as the 


developed by the same people who did Shire and Moria, and how they differ 
Drakan, Surreal, and published by good from what were seen in the movies. In 
ol’ Universal Interactive. the end, will E.A. or Universal win over 
Since it’s based on the book, this the fans? STEPHEN FROST 
game will be able to take you to a larger 
number of locations and introduce an 
even greater cast of characters. In 
general, though, the focus will be on 
Frodo, Gandalf and Aragorn and how 
gamers use them to overcome various 


A Here’s a look at 
one of the areas 
down deep in the 
dark of Moria, my 
precious. 








With EA’s game looking rather impressive, 
can Universal also deliver the goods? 


‘a They've done a great job on the detail in 
the game’s different backgrounds. 
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Return to Castle} 
Wolfenstein? 


Not quite, but it certainly looks 
like it, doesn’t it? Don’t you 
worry, though. There will be 


plenty of levels that are more 
organic in nature. 


A Despite the fact that a lot of these screenshots show the insides The game should have a nice balance of internal environments and outside ones. We 


of futuristic buildings, there are plenty of outside levels, as well. 


the latter better, because they bring us back to the first game on Nintendo 64. 


TUROK: EVOLUTION 


The hunt begins on PS2 this September 











generation ago, when 
gamers were still 
deciding between the 
PSOne and Nintendo 64, 
a common argument for 
the cartridge system pointed towards 
Turok: Dinosaur Hunter. With no less 
than four incarnations available on 
Mario’s no-loader, Acclaim’s award- 
winning First-Person Shooter was 
often mentioned in the same breath 
as other greats, like Golden Eye and 
Perfect Dark. 
Now, Acclaim has finally decided 


It’s about time that PS2 owners got some 
hands-on with the dinosaur hunter. 


HB 





A Some of the environments have a gritty, 
industrial look to them, somewhat reminis- 
cent of the settings in GoldenEye. 


to share the love and bring the next 
title in its reptile extermination series 
to every available platform: Xbox, 
GameCube, and even PS2. 

Set before the events of the 
original game, Turok: Evolution tells 
the story of Native American warrior 
Tal’Set, and his journey through a 
portal from our world to another. 
Eventually leading up to his transfor- 


mation into “The Son of Stone”, 
Acclaim’s FPS prequel is a story that’s 
been curiously untold for years. 

And what a story it will be, with 
a long list of ambitious gameplay 
elements prepared to tell it. 
Boasting 32 different types of 
indigenous creatures, completely 
destructible environments, 
Pteranodon-piloting flight 
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sequences, and cool, lizard-frying 
weapons like the Swarm Bore, there 
will plenty to keep you busy. 

One of the most anticipated 
shooters of the approaching autumn 
season, and already affirmed with a 
solid fan base and a proven model, 
Turok: Evolution could end up being 
hotter than a chain of volcanoes. 

JEREMY DUNHAM 









First-person 
shooting action 


ee PPereer 


Battle enemy giants 
from land. sea & air 












a hailstorm of bullets, an explosion of li 
yew dangers lurk. A new enemy waits. 













‘cityscapes. * 
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Prepare to battle sadistic dinosaurs through 
Aided only by a bizarre military timepiece, a be 
‘make sense of the Sos lol=Ve)comUinaie: (Ae 
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A Unlike the PC version, everything here 
is completely polygonal and 3D. 
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Do things with your life that 
you could only dream of 


PUBLISHER ELECTRONIC ARTS | DEVELOPER MAXIS | RELEASE DATE FALL 2002 | TYPE SIM/STRATEGY | MAX PLAYERS TWO | ESRB RATING EVERYONE 






4 With charac- 
ters that look 

like this, will 
there ever 
be reason 

to leave 

the house 

again? 






























A Are you going to sit in front of th 
idiot box all day long? 






4 With so many options, you can truly 
make a sim that looks exactly like you. 


i hg 
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4 Earn the money and you can have an awesome pad like this one. 











t was inevitable. The Sims have 

grown to become a hugely 

phenomenal success on the PC 

and now they’re heading their 

way to everyone’s favorite 
console, the PlayStation 2. Unlike it’s 
PC counterpart, however, the PS2 
version has been entirely redesigned 
with the controller and multiplayer 
gaming in mind. And, because of 
that, it’s even more fun. 

For those of you who have been 
living in your bedrooms all your lives 
and aren’t familiar with the addictive 
franchise, let me get you up to speed. 
Basically, The Sims lets you live your 
life the way you want to and do things 
that you normally wouldn't probably 
try. Build a house, get a job, have a B- 


The PC version is the most successful game 
in history. Now, console owners get a go. 





B-Q party, seduce your neighbor’s 
wife — it’s all in a days work. Make 
the right decisions and your sim will 
become popular and rich. Mess up, 
and you'll end up in a little shack on 
the bad side of town. Actually, 
strangely enough, that’s where you 
start the game. 

As you progress through the 
game's many levels, you'll be able to 
move into bigger and better homes, 
furnishing them in any style that you 
want to. Meeting new neighbors and 
accomplishing certain mission 
objectives will award you with bonus 
objects that can make your mansion 
even more perfect. As an added 
feature, you'll even be able to save 
your Sim to a memory card, take 
them to a friend’s house and play 
various two-player games for popu- 
larity points and money. Get ready, 
because your life’s gonna change 
this Fall. STEPHEN FROST 





Seduce Your 
Way to the Top 


Smooth talk and lots of green 
can get you far in this game. 
But, how far? And are you really 
going to be happy in that 
polyester leisure suit? 


(Cites: 


ead 
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MRR URLs 
neighbors. Try not to gossip, though. 
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USE COMMON SENSE 
Anything claiming to be free has 
Rent and buy games and systems. Miele: sil date, this one is for real. » 


about gamers now. Big new game section. Tons of copies, 
guaranteed to be there. And you can buy previously-played 


games for next to nothin’. Need we say more? 





EVERY THING EXPIRES 
LO} oYe1aMat(eODe ental (e(cmr-la(O MCL Court Oem EeUt 
whiff of your milk. Nothing lasts 
forever. So get your butt movin’. 





Cee =i 14 

Isilon Lem tcre lane) 

FovOTL nh ace Tem Veen sa 

KNOW YOUR CODES SVorUCoCoM DLO) TL) 
lM VAM URUTSReN eres See 
Maybe. If not, try dialin’ it. You 
might just get yourself a date. 
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STRATEGY 


ESD Barbarian 

EZ) Fireblade 

ED Headhunter 

ED Mike Tyson Boxing 











Aggressive Inline 
95 Dropship 

95 Freekstyle 

96 Men In Black Il 
96 MLB Slugfest 20-03 

94 MOH: Frontline 

95 Sled Storm 

95 TrensWorld Surf 

96 Way of the Samurai 
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Barely Legal Codes 
Aggressive Inline, p. 94 
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ONIMU 










SHA 2 


Boss Slrategies, Secret Missions And More! 











BEAT THE BOSSES 


he bosses in Onimusha 2 are 
tougher than their counter- 
parts in the first game. 
However, there are fewer of 
them. Generally, you'll battle 
the same boss several times, but in 
different locations and situations. 
Although there are countless ways to 
defeat each one, we show you the most 
effective. Patience is very important. 
Death comes quickly to those who mind- 
lessly run into the thick of things. 
Note: If you can, don’t use your demon 
form until you reach the bosses. Just 
absorb four of the purple souls along the 
way and then wait to absorb the fifth one 
during the actual boss fight. 


EE ae ee 


Shortly into the game, you'll come across 
your first boss fight. Don’t worry, it’s not 
that hard. Ideally, you'll be on Ekei’s good 
side, so that he'll come and help you 
when your health drops. Use your 
lightning attack right off the bat and then 
keep your distance. Run in for a few 
strikes and then back away to absorb any 





souls that are released. You can keep 
repeating this technique, if you want, and 
be successful. When he leaps into the air, 
trying to land on you, watch his shadow 
and get out of the way. Eventually, you'll 
be able to absorb enough soul energy to 
whip out another elemental attack and 
finish him. 


ee) 


Unfortunately, the G-man can’t be 
defeated during this fight. He's just there 
to introduce himself and test your skills. 
Whip out your spear and use a few 
elemental attacks, along with the 
Hyoujin-Yari Secret technique, to keep 
him away. Try not to lock weapons with 
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him because he'll generally get in a free 
hit. Don’t worry that he’s blocking or 
evading your attacks. Eventually, you'll get 
a few good hits in and Oyu will show up 
and tell you to follow her. 


ee ae) Ora) 


This is a bit of a hard battle because it’s 
easy to get hit by Gingamfattsu’s charge. 
Move around as much as you can and 
quickly move out of the way once you 
see the leaves rustling. Don’t even worry 
about attacking him until he stands still. 
Then let him have it with your elemental 
attacks. Hopefully, you'll be partnered 
with Magoichi, because his gun is very 
effective. Don’t get too greedy with your 
attacks, just go in for a few sword slashes 
or a special combination. Then back off 
and absorb all those souls. 


eee Beer eal el eT 


One of the good things about fighting this 
she-demon is that all of her attacks can be 
blocked. Just be a little patient and look for 
the openings. Again, use the spear 
because it has the most range. Wait for the 
gap between her attacks and hit her once 
with a lunge... then block. Do this a couple 


Spe em COO le mle Ree 
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GOING TO LAST LONG >> 





SURVIVAL TIPS 


BE PATIENT Defeating bosses 
requires skill and timing. If you just 
run in and start swinging, you're not 
going to last long. Wait for an 
opening, go for a quick attack and 
then back. Watch your meters and 
Ciel (elantela Celie ltl one) CIN 


COLLECT MORE GOLD To see every- 


thing in the game, you really need to 
purchase all the items in the store. 
However, store items change from 
time to time and sometimes 
disappear. So, right off the bat, head 
up to the forest path and keep 
fighting enemies until you have a 


good chunk of the yellow stuff. Every 


time you are in town, repeat this and 
buy everything that you can. 


WYO Ga tthe AY hd 0) \ <M sola Une) 
become available only by talking to 
specific people at certain times. Talk 


to everyone you can when you arrive 


at a new area. Even when you return 
to an area you've been to earlier, 
Hitelekere Ma grela@em tre] f0re] lL aL 
reveal interesting new information. 


SAVE OFTEN This may seem like 
unnecessary advice, but saving often 
is important, especially in Capcom 
games. Sure, it might lower your 
ranking at the end of the game, but 
you can improve that the second 
time through. Saving is especially 
helpful when you're trying to figure 
out what items each character likes. 





TIPS for 
TRADING 





of times and she'll teleport away. 
Absorb any souls and then run near 
her again, being prepared to block 
along the way. Every once in a while, if 
there’s enough time, hit her with a 
lightning elemental attack to drain a lot 
of her energy. 


BOSS #5: GORGAN DANTES (#2) 


Although you can actually hurt him 
this time around, you still can’t offi- 
cially defeat him. If you're feeling 
confident, go ahead with your sword, 
but continue using the Buraitou 
Secret technique to keep things at a 
distance. If you're getting hit too 
much, go back to your spear and hit 
him with single thrusts. Don’t be 
afraid to block, as Dantes 

is quite a formidable offensive 
opponent. Eventually, Oyu will show 
up once again and interrupt the fight. 


BOSS #6: GORGAN DANTES (#3) 


You should rely mainly on your 
spear’s Hyoujin-Yari Secret technique 
to keep Dantes a safer distance away 
from you. If you have the flute, you 
can use that to decrease his 


defensive abilities. The hammer can 
be effective, but it’s very slow to use 
and you'll probably get hit every so 
often in mid-strike. Use all of your 
elemental attacks, as that will give 
you a higher chance of winning. 


1 [tS Fe ale 


This is the third and last time you'll 
have to face this four-legged demon. 
Focus on his flying torso when he 
splits into the two forms, and use 
lightning and wind attacks. If you can 
spare them, use the gun and/or your 
arrows. Don’t forget to absorb those 
floating souls so that you can use 
even more special attacks. 


Teas ee (eee Lee 


Nobunaga puts up quite a challenge. 
It’s best to start off by using your 
various elemental attacks. Start with 
lightning and then follow it up with 
the others. Don’t use your wind 
attack until he takes to the air. Then 
let lose with the wind magic and your 
rifle or bow. That’s the only way you'll 
hit him. Move around as much as you 
can because he's going to throw a 
large variety of attacks at you. 


Eee ea 


While the final boss of Onimusha 2 
looks truly menacing, you have the 
benefit of being in demon form. We 
don’t want to spoil anything, so we're 
going to let you figure out the best 
way to defeat him. Just focus on one 
body part at a time and you shouldn’t 
have too many problems at all. 


BONUS MISSIONS 


There are several side missions in the 
game, so be sure that you talk to 
everyone you see. The more missions 
you complete, the better your overall 
ranking at the end of the game and 
the more things that will be unlocked. 

You'll need to complete the 
following two missions the first time 
you arrive in the town. 


GIVE THE MAN A MELON 

Talk to the man standing next to the 
store in order to receive the Chalk; 
give Chalk to Ekei and get the Tale of 
the Heike book; give the book to 
Magoichi in order to receive the 
Emblem; give the Emblem to Kotarou 
and get the Melon; return to the store 
area and give the man the Melon. 


THE WOMAN PICKPOCKET 
Give Ekei the Fish you bought from 
the store and then talk to him. He'll 
tell you about a woman pickpocket; 
go meet the woman standing to the 
right side of the stable and talk to 
her. She'll run away and head to 
the second floor balcony of the pub; 
find her there, talk to her again, and 
she'll run into the iron smith shop; 
go seek her out and speak with her. 
She'll run once more and end up at 
the stables; talk to the woman, one 
final time, and you'll get the Broken 
Bell; finally, give the bell to Ekei and 
get your reward. 


Ses. es 
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BUNA un 
Onimusha 2 isn’t actually 
that complicated if you 
keep a few things in mind. 
Pee lIty Amram 
EU Meee me 
own likes and dislikes, 
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come to like or dislike you. 


While it may not look like it, 
Ekei loves to perform and fill 
his belly. Alcoholic beverages 
and tasty foods are the keys 
to his heart. He also 
oot eM N11 0) 
actor/performer and loves to 
use any items that may help 
to improve his stage 

Perens (acm 


Examples of items he likes: 
Tengu Mask, Dumpling Cake, 
Recorder, Wine 


Serious in every way, 
Magoichi wastes little time 
with triviality. He loves to 
learn and appreciates the 
HTN Mm UND cM LM UL cem Ole) U(eLE CS \VA 
he’s a dedicated marksman 
and instantly loves anything 
related to that. He cares little 
for expensive items, since 
he’s a bit humble. 


Examples of items he likes: 
eT rel MO 
Analects, Tea 


Lax PLU LMm AN] 8) (er= 1 Coane 
that loves expensive and rare 
CMM ee NAO 
to his friends. So, whenever 
Reyna 1a a ate SMe) 
description, you should auto- 
matically give it to Kotaro. 
He's also not as well-traveled 
as the other characters, so 
exotic-type items are perfect. 


Examples of items he likes: 
Wind Chime, Fairy Tale Book, 
Crystal Ball, Pocket Watch 





Despite her fighting 
abilities, Oyu is still a girl at 
heart. She loves things that 
(oT M te 
beautiful or cater to her 
interest in Jubei. She's the 
easiest one to pick out 
items for. But she tends to 
like the more expensive 
items, so save up that gold. 


eR U MS CM Cey 
Phirangi, Silver Armor, 
Rouge, Pair Ring 
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TAKE THE 


PSM 
CHALLENGE! 


RULES You can’t send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on October ‘st. If there are multiple 

_ winners, the final winner will be 

decided by the best paragraph that 

explains why you're the winner. Send a 

picture or a videotape (non-return- 

able) and a short paragraph explaining 

why you're the winner. Sorry, no e- 

mail entries! Due to legal constraints, 

this contest is open only to readers 
living in the United States. 


SEND YOUR ENTRIES TO: 
PSM September Challenge # 
(the challenge you're entering) 
clo Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. 






4 The “debug mode” code doesn’t work in the U.S. 
version of Headhunter, but we'll get you through it anyway. 





DOANGER 
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Challenge #1: Stuntman 
Finish the game, and photo- 
graph or videotape the final 
aliens 


HEADHUNTER 


We’ve received a lot of reader letters 
about this one. Here are a few hints 








stun the last one with a single shot. Run 
over and “use” it before it explodes. You 
will now be able to “drive” the spider! 
Make it jump onto the safety door, where 
it will explode. Repeat as necessary. 


Challenge #2: Skygunner 
Unlock both Hardi and Rival 
as playable characters and 
videotape or photograph the 
selection screen that shows 
Lata 8 


SQUISHING THE SPIDERS 

Use the spiders to destroy the safety 
door Ramirez is standing behind. Destroy 
two of the three spiders in a wave with 
double shots from your Stimulator, and 


GRILLING GLADIATOR 
This one's simple. Kill the lackeys as they 


emerge, and fry Gladiator by standing on 
the lightning pads and stepping off the 
moment he gets close enough. 


ROUGHING UP RAMIREZ 

First, shoot out his big floodlights. Then, 
find a hiding place that gives you a good 
vantage point and blast him every time 
he turns his back. You can also shoot his 
grenades to send them back at him. 


ASSAULTING ADAM, ROUND ONE 

Turn on the gas flow by activating all 
three consoles in the area. Make Adam 
walk past the gas pipe. When he does, 
shoot him until he stops, then blast the 
gas pipe, then run to a new hiding place, 
and reload. Repeat as necessary. 


ASSAULTING ADAM, ROUND TWO 
Be patient. Avoid Adam’s shots at all 
costs, counterattacking with no more 
than a single rocket launcher blast or 3/4 
of a clip with the machine gun between 
each one. Eventually he'll go down. 
When the fighting resumes after 
the movie, Adam has discarded his 
mega-powerful gun, the Judgement 
Cannon. Bad move. Lure him away 
from it, and empty a full clip into him. 
He'll stop and groan, giving you time 
to dash over, grab the JC, and use it 
to blow him away. 








Challenge #3: Barbarian 





Play through story mode until 
you've maxed out the stats 
for all ten fighters (including 
special abilities). Photograph 
or videotape their stat 
screens. 


FORAGE FOR FIREPOWER 
When low on ammo and/or health, try 


taking out weaker enemy units such as 
Jeeps or guard towers. These may 
spawn valuable powerups. 


FIREBLADE 


Use these tips from the dev team to 
rain death from above 


SHUT ’EM UP 

When sniping enemy infantry, try to take 
out troops carrying large backpacks first. 
Those soldiers have comms gear that 
can be used to radio in reinforcements 
or alert the enemy to your presence. 





SHAKE IT, BRAVO 
Strafing is the key to success against an 


enemy attack. Always move left/right 
when battling multiple enemies. 


THIS MONTH’S 
PRIZE PACKAGE 


No One Lives Forever game 
WipEout Fusion game 
WipeOut Fusion t-shirt 


1 SEE YOU, BUT YOU CAN’T SEE ME 
Stealth Mode is not just for Stealth 


missions. Use it to disable dangerous 
enemy units before flying in for the 
attack. Also, if you’re under heavy fire, 
use Turbo to exit the battle area, and 


EYES IN THE DARKNESS 
Thermal Imaging isn’t just for night time. 


Engage it any time there are enemy 
forces around, but not necessarily in 























plain sight. enable Stealth Mode to replan your 4 Thermal imaging just plain looks cool. Plus, you 
strategy undetected. can watch dead enemy soldiers go cold in real time. 
C 0 D E S Super Spin (Double Max Spin Rate) Making Of Mission] ......... BACKSTAGEO 
ro COC EDN I9 79 9 € SF 7 Making Of Mission3......... BACKSTAGER 
AGGRESSIVE INLINE Perfect Manual (Always perfect balances MARNE OF Mission 4. BACKSTAGEF 
wie candice) QUEZDONTSLEEP Making Of Mission 5....... BACKSTAGE! 
No Gravity Wall Rides (Longer Wall Rides) ee scae 
eee + Vere tABABS , 
Juice Meter Regeneration MEDAL OF 
ae CE >> COVTTVAAL HONOR: FRONTLINE 
NS a sd) invulnerability (No negative Juice for Silver Bullet Mode...... WHATYOUGET 
Rez ClaSNGS) ae eee KHUFU Bullet Shield............. BULLETZAP 
ma Truchard of Cat Spring, TX Perfect Grind (Always perfect balance ee eee eee SrenAn 
Hehe while grinding)..........BIGUPYASELF or Cont Node... 
eT Achilles Mode............. GLASSJAW 
esa aiite Perfect Hand Plant (Always perfect hand Invisible Enemies........... WHERERU 
Paul Deaville Il, of Jennings, LA plant balance) ......... JUSTIN BAILEY Sniper Mode.............. LONGSHOT 
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BARBARIAN 





Developer tips to bring out the 
savage in you. 


Big, powerful enemies, like 21 and 
Mongo, are brutally effective up close. 
Keep them at a distance with projec- 
tiles and thrown objects, and if they 
get close, grab and throw them. Also, 
never forget that @) and @ pressed 
together will push the enemy away— 
even they’re in the middle of waylaying 
you with a combo. 


Enemies are vulnerable for a moment 
right after completing a combo. A rune 
will appear over your opponent’s head, 
signalling the end of the combo— 
launch your counterattack the second 
it appears. 


By pressing the © button at the right 
time, you can catch objects thrown at 
you, or strip a weapon right out of 
your enemies’ hands. 


If your enemy has goons along to help 
out, knock them down quickly, then 
pick them up and start using them as 


CM mse Ae m 
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weapons! It gives you great reach, and 
they won’t awaken until you drop or 
throw them. 


Characters holding an object cannot 
block an attack. 


Pressing © and ® simultaneously will 
trigger a rushing attack, capable of 


itive oeanai 








taking a distant enemy by surprise. 
The Al is very vulnerable to projectile 
attacks at close range. 


Enemies with the “No Pain” powerup 
may appear unstoppable, but they do 
still take damage, and they will still get 
knocked back when hit by an object. 


eral aes 








To select alternate 
costumes, press @p in 
the player selection 
screen. 


Defense is the single most 
critical stat to enhance. It 
increases your block radius 
and makes you faster. Also 
very important are Life 
and Magic Regeneration, 
and Air Walk may help 
you in the final battle. 


In the final battle, all of 
Zauge’s attacks can be 
avoided: his shock waves can 
be jumped over, his fire breath 

will usually go right over you if 
you're right in front of him, and his 
meteors can be dodged by sticking to 
Zauge's left and timing your jumps 
correctly. 





Zaugg will fall to his knees after you've 
hit him 20 times. When he does, 
unload two or three of your most 








WIPEOUT FUSION» 





Own the tracks with these hints 


REMEMBER FIREFOX 
Missiles, grenades, and the Quake 


Disruptor can all be fired backwards— 
just fire them while using the rear view. 


BIG SHIELDS = BIG GUNS 


Upgrade your shields early. That way, as 
super weapons become available, you'll 


be able to unlock them without fear of 
being blasted into scrap. 


PIT STOP PERIL 
Be sneaky. Drop your mines and grav 


stingers on weapon pads, turbo pads, 


and particularly the entrance to or 
exit from the pit lanes. 


FOLLOW THE LEADER 
When you're constantly jockeying with 


one particular opposing racer for the 
lead, consider grabbing a nice, 
powerful weapon and following 
closely behind in second place. When 
the race is almost over, blast him into 
scrap and coast unchallenged over 
the finish line. 


EXPLOIT THE WEAK 

There's no shame in revisiting circuits 
you've already beaten to earn some 
extra cash. 


> You get points for each opponent you 
destroy, as well as for winning the race. So if 
you can’t catch the leader, smash everyone 
within reach. 
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Making Of Mission 6 .. ..BACKSTAGES 
Paintball Movie: D-Day > Extras > A 


Good day to “Dye” . ...MAGGOTAHOY 


Movie: D-Day > Extras > From the 
Animator’s Desk 
New demo Movie: Stay on the Main 


Menu for alt demo to run FRESHDEMO 


SLED STORM 


Enter codes on the first front end screen 


while holding @@ and @@. 


Unlock hover sled ©O@Q@QO@ > 
Unlock default sleds OO O@O < 
Unlock all tracks ©<O7>OT 


Soe aie cis ANIMREEL 


Unlock all characters Q©O@O@OOV 


Unlock everything OOTOO@L 
DROPSHIP: 
UNITED PEACE FORCE 


All codes are entered in the “Classified 
Files” section of the main menu. 


Level select.............- KINGSLEY 
Invincibility .......... TEAMBUDDIES 
Infinite ammunition. ... BLASTRADIUS 
Unlock bonus level1 ...-.. KREUZLER 
Unlock bonus level 2....... SHEARER 
Unlock bonus level 3 .. UBERDOOPER 


TRANSWORLD SURF 


To complete level objectives or compe- 
titions, any level... @fh <—@ot<eo 


FREEKSTYLE 

Quicker Freekout.........- FIRESALE 
Always “Freekout” Time. . . . ALLFREEK 
No Bike Mode...........-. FLYSOLO 
Slow Motion / Blur Mode. . WTCHKPRS 
Helmet camera............- HELMET 
Unlock Everything........ LOKSMITH 
Characters 


Unlock Clifford Adoptante. COOLDUDE 


Unlock Greg Albertyn..... GIMEGREG 
Unlock Mike Jones....... TOUGHGUY 
Unlock Jessica Patterson... . BLONDIE 
Unlock All Characters... .. POPULATE 


Tracks 

Unlock Burn It Up ....... CARVEROK 
Unlock Gnome Sweet Gnome... CLIPPERS 
Unlock Let It Ride........ BLACKJAK 


Unlock Rocket Garden... TODAMOON 
Unlock Crash Pad FreeStyle. WIDEOPEN 
Unlock The Burbs FreeStyle . TUCKELLE 
Unlock All Tracks......... TRAKMEET 


Rides 
Unlock Adoptante’s Gone Tiki . SUPDUDE 
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A Botha is a good all-around 
choice for the beginning bruiser. 
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MLB SLUGFEST 20-03 
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MIKE TYSON BOXING 





How to pound the opposition 


PUNCHES WORTH THROWING 
If you've created a character, work on 


the right hook and left uppercut as 
your primary mode of attack. They 
will connect with most boxers 
regularly, and a knockout will be 
most assuredly yours. 


BE THE BOTHA 
If you want a surefire way to make 


it to the Gold Belt competition, use 
Francois Botha in the career mode. 
He’s a great all-around boxer for 
beginners, and has enough of the 
tools to drive through the competi- 
tion easily. 


Home run tips from the makers 


HIT ’EM WHERE IT HURTS 

Nail tough opposing players with a 
bean ball at the plate. There’s a 
chance that one of their major attrib- 
utes will be decreased, depending on 
where they take the welt. 


RUN ’EM DOWN 

When base-running, press the 
“clear out” button to perform a 
stiff-arm or door-kick type move to 





A This guy looks good. Better throw 
at his head. 


knock the ball loose from a pesky 
defender trying to tag or force you 
out. There are also sliding take-out 
moves such as leg sweeps, which 
can be performed by indicating the 
target base with the D-Pad or 
Analog Stick and pressing the Turbo 
and Slide buttons simultaneously. 


TAKE THE FIELD 
Don’t let the CPU do all your 


fielding work. Fielders run faster 
under your control. 





CO D E S (CONT.) 


Unlock Adoptante's Island Spirit GOFLOBRO 
Unlock Adoptante’s Hang Loose . STOKED 
Unlock Albertyn’s The King ... .ALLSHOOK 
Unlock Albertyn’s National Pride PATRIOT 
Unlock Albertyn’s Champion ..NUMBER1 
Unlock Stefy Bau’s Amore Bike .HEREIAM 
Unlock Stefy Bau’s Disco Tech SPARKLES 
Unlock Stefy Bau’s 211 ..... TWONEONE 
Unlock Deegan’s Mulisha Man WHATEVER 
Unlock Deegan’s Heavy Metal HEDBANGR 
Unlock Deegan’s Dominator .WHOZASKN 
Unlock Mike Jones's Beater .. .KICKBUTT 
Unlock Mike Jones's Lil’ Demon .. HORNS 
Unlock Mike Jones's Flushed . ..PLUNGER 
Unlock Metzger’s Bloodshot ..EYEDROPS 
Unlock Metzger’s Rock Of Ages .BRRRRRAP 
Unlock Metzger’s Rhino Rage SEVENTWO 
Unlock Patterson’s Speedy Bike HEKACOOL 
Unlock Patterson’s Charged Up .LIGHTNIN 
Unlock Patterson’s Racer Girl ..TONBOY 
Unlock Tweeden’s Hot Stuff .OVENMITT 
Unlock Tweeden’s Trendsetter . STYLIN 
Unlock Tweeden’s Seducer .GOODLOOK 


Unlock All Bikes ............. WHEELS 
Rags 
Unlock Adoptante’s Tiki ........ WINGS 


Unlock Adoptante’s Tankin’ It NOSLEEVE 
Unlock Albertyn’s Sharp Dresser ILOOKGUD 
Unlock Albertyn’s Star Rider ... .COMET 
Unlock Bau’s Playing Jax . . ..KIDSGAME 
Unlock Bau’s UFO Racer ... .INVASION 
Unlock Deegan’s Muscle Bound RIPPED 
Unlock Deegan’s Commander SOLDIER 
Unlock Jones's Blue Collar . BABYBLUE 


Unlock Jones's High Roller .. .BOXCARS 
Unlock Metzger’s Ecko MX . HELLOOOO 
Unlock Metzger’s All Tatted Up BODYART 
Unlock Patterson’s Warming Up LAYERS 
Unlock Patterson's Hoodie Style NOT2GRLY 
Unlock Tweeden’s Fun Lovin’ THNKPINK 
Unlock Tweeden’s Red Hot .. . SPICY 
Unlock All Outfits ........ YARDSALE 


MLB SLUGFEST 20-03 


Codes are entered on the versus page. 


Unlimited turbo .................. 


OQOOO®LQOQ®HOOOOYV 

Whiffle bat ........... ©O@OOR > 
16” softball .. OOHOHOOQHBHOONV 
Max power: .............. GQ@@e 


Team Todd McFarlane .. ©©@@OO > 
Coliseum .... . OOHO®OHOQOOOt 


WAY OF THE SAMURAI 


Recover Life: On the pause menu, 
hold @ and @, then tt 3<O© 


Recover sword strength: On the pause 
menu, hold eB and ap, then 
22€<ItTO 


Get a new sword (type is random) 
In the sword warehouse, hold ap and 
@, then ©YVLYItVtTO© 


Unlock all characters in story mode: 
Go to the character select menu, and 
make sure there is a cursor selected 
where you enter your name. Press 
@@@®%®©@M., then keep 
pressing Gd and Gp. 


Become the only player shining 

This code can be entered at any time 
or place. Hold @@ while turning the 
left analog stick four times. 


Unlock Vs. Mode: At the title screen, 
hold a and gp, then press © and 
© simultaneously. 


Unlock all moves in Vs. Mode: At the 
Vs. Mode pause menu, hold ap, then 
®®@@@zq@, then let go of @ 
and press Gp. 


MEN IN BLACK Il: 
ALIEN ESCAPE 


Enter these codes on the title screen 
(where it says ‘Press Start Button’). 
The screen will flash when code entry 
is successful. Codes can be combined 
as desired, but you will not be able to 
Save your game progress or unlocked 
features if using a cheat code. 


All Levels Unlocked: 
BmO<OOuct®/a® 
All CST Unlocked: 
OTB<O©®2B2O > 9OO 
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Boss Mode Unlocked: 
@O@llV One O Onan 


Agent Data Unlocked: 
LOB <B> ©BOtw 


Alien Data Unlocked: 
©nOwlOn>®<a2® 


Making Of Unlocked: 
OMwmOOlO®Q 2a@tT 
Invincibility: 
2@©DOTB®< DOO 
All weapons at full powerup: 
TV@OmMOO<cOom> 


Don’t drop pickups when hit: 
VI @OLTOOMVOO 


Full powerup on Bolt weapon: 
€ 2 TV9OOB<1OO 


Full powerup on Spread weapon: 
@mmeOnltar><® 


Full powerup on Homing weapon: 
>TOme<cmeOe 


PlayStation. 
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RANDY’S TIP 
OF THE MONTH: 


“As fun as it may seem, 
it's really not healthy to 
just sit on the couch 
playing games all day 
long. Your button fingers 
aren’t the only part of 
you that needs exercise, 
so I suggest getting out 
of the house and 
heading down to your 
local shopping mall for a 
change. There, they have 
places called “arcades” 
where you can actually 
_ stand up while you play 
games all day long.” 


RANDY 


Send your linkup e-mails to psm@imaginemedia.com, 
= with “Link up” in the subject line. 


> Todd Loewen, age 17 
9493061506@sprintpcs.com 


Favorite Genres: Racing 

Favorite Games: G7A3, GT3, RRV, 
GAMESHARK2 

Quote: “| like Action, Bass” 
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> Dan Santos, age 13 
www.geocities.com/danpnoy/ 


eg C(t ear Ola T=laN 


Favorite Games: Games that make you 
Halal @enn=r=1\V S13 
Quote: “Got breast milk?” 
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PSM Letters 
c/o Imagine Media 


150 North Hill Drive 
Brisbane, CA, 94005 USA 





E-mail: 
psm@imaginemedia.com. 
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AT MUU een SUCRE aC 
guy in the gorilla suit’. Don’t worry; Dan survived. 


Is it true that the newer PS2 model nurnbers 
(SCPH 30001R) are better and malfunction less 
than the older PS2 model numbers (SCPH 
30001)? | heard that the older models were 
crap, so they made the newer models. | also 
heard that the older models had problems and 
malfunctioned a lot until they updated them. 
Brian Kinross, 
crazy_vegeta I38@hotmail.com 


Actually, | haven’t had a single 
problem with either my original U.S. launch 
PS2 or my Japanese one. However, with 
anything based in technology, things get 
better over time. The current PS2s do use 
up less power and run cooler than the 
original consoles. So, because of those two 
aspects alone, chances are good that they 
will probably operate more reliably. 


| noticed something very interesting when | was 
reading a book this summer. The book was titled 
A Separate Peace, by John Knowles. It takes 
place in the summer of 1942, during World War 
Il. In the book, the characters are trying to find 


>Min Kim, age 15 

Min9861 @hotmail.com 

Favorite Genres: RPG, Racing 
Simulation, Fighting, Action and Sports 
Favorite Games: LEGEND OF 
DRAGOON, FFX, GT3, GTA3, Marvel Vs 
Capcom, Dino Crisis, Madden 2002 
Quote: “Legend Of Dragoon is the best 
RPG ever!” 
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> Nathan Richey, age 14 
n8dawg_est_88@yahoo.com 
Favorite Genres: RPG, Sports, Racing, 
areal ar one Neto) a) 

Favorite Games: G7A3, Blood Omen2, 
NFL GameDay 2002, NBA Street, Spy 
Hunter, GT3 and Half Life 

Quote: “Cry me a river, build a bridge 
and get over it!” 





DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 


HI RANDY, ~ 
MY NAME'S SARAH 


CONNOR! 


YOU HAVE 
BEEN TARGETED FOR ig 
RANDINATION, _ f 


A Here’s a few more E3 pics. At the show, babes 
will cuddle up to you no matter who you are. 

















WHAT A 
GREAT DAY FOR 
THREE PALS TO... 
SNIFF... NHAT'S 
THAT SMELL?. 






»f SUN SHOWS 
NO MERCY ON 
PALE GAMER 
SKIN. 






» fda 
A While at E3, we noticed that the showfloor 
SR ama LCL Um Teg 


i 3 "3 | 5 


PN yee SCR ee Ce) 
important to fill up on as much soda as possible. 





UM... 
THIS ISN'T 
WHAT IT 
LOOKS LIKE, 
Is IT? 
















Y You've cn 
~ (BEEN TARGETED FoR) 
\RANDINATION. 4 
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> Dieuly Pierre, age 16 

dwp 1228@earthlink.net 

Favorite Genres: RPG, Action- 
Adventure, Sports ; 
Favorite Games: MGS, FF7, VF4, Soul 


Blade/Calibur, Super Smash Brothers 
Quote: “Angels banished from heaven 
have no choice but to become 
demons’ - Vicious (Cowboy Bebop) 


> Jason Alexander 
RPGod@webtu.net 

Favorite Genres: RPGs, Strategy 
Favorite Games: Lunar series, Suikoden 
Series, Final Fantasy series, BOF4, 
Xenogears... 

Quote: “The secret to perfect 

gaming? A Wega? Close. My girlfriend 
cir et=) na 1 


something to do. One person suggests they 
invent a game called Blitzkrieg Ball (in German, 
“blitzkrieg” means “lightning fast attack”). 
Another character says it should be shortened to 
“Blitzball” The Blitzball in the book is played with 
a large leather ball, and everyone is on their own 
team. Being a RPG fan as | am, | immediately 
recognized that name—it's the mini game played 
in Final Fantasy X! We all know that Square is 
known for its original ideas, but this book has a 
copyright date of 1959! Do you think it’s possible 
that Square stole that idea from John Knowles? 
Steve Sellers, 
Mgs2Liberty@hotmail.com 


Actually, | doubt it. Probably 80% of 
sports in the world are played with a ball, 
leather or otherwise (was it specifically 
stated that the ball in FFX was leather?), 
and the Blitzball in FFX definitely has teams. 
Sakaguchi probably just looked at existing 
watersports, realized nobody would play a 
water polo mini-game, and decided instead 
to mix two popular sports: football and 
soccer, and make the result seem exotic by 
drowning it. As for the name, the prefix 
“Blitz” makes perfect sense for a WWIl-era 
game, but was probably given to FFX’s 
sport during the localization process 
because it sounded cool (two “B”s = neat 
syllogism), as opposed to being part of the 
original Japanese name’s definition. 


| don't know if some of your other readers have 
noticed, but there is an overwhelming number of 
cel-shaded games coming out. | personally think 
that some of these games are getting kind of 
ridiculous. | consider myself a hardcore gamer, 
but when | play these games, | play them for 
about five minutes and then turn it off because | 
feel like a seven year-old. | think the time and 
money spent on these games could go towards 
other games that consumers would rather buy. | 
read about two cel-shaded games in the June 
'02 issue, XI// and Auto Modellista, and my 
question is, are these just pathetic attempts to 
show that cel-shaded games aren't just “kiddie?” 
Stephen Hall, Sk8tz2000@aol.com 


Nea Ue 
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> Nate SEXton (sex, heh), age 14 
Riu1082@msn.com 
Favorite Genres: RPG, FPS, Action- 


Favorite Games: Star Ocean: The 2nd 
story, DDR, Tetris Attack, Zombies Ate 
My Neighbors, Trap Gunner, FF Tactics 
Quote: “Everyone seems to have a 
quote but me..” 


#62 SEPTEMBER 2002 


Funny you should bring this up: I’ve 
been offered a considerable sum of cash to 
go cel-shaded next issue—should I take it? 
Joking aside, the current trend of cel (or 
‘toon’) shading in games is yet another 
unexplained trend of the industry. 

Fact: to date, no cel-shaded game has 
really sold that well, yet there are more on 
the way than ever. The poor sales can be 
attributed to A) fundamentally weak games 
and B) the mainstream assumption that cel- 
shaded games are only for kids. However, 
some of the upcoming PS2 games using the 
technique don’t seem to do so just for the 
hell of it (Sly Cooper and Auto Modellista 
spring to mind) but with others (to remain 
unnamed) it’s nothing more than a gimmick 
to make up for a lack of unique gameplay. 
And just because something looks like a 
cartoon, that doesn’t automatically make it 
“kiddie”—take The Mark of Kri (reviewed 
this issue) for example. Yikes! 

In general: if the effect is done well, 
we're all for it—just don’t use it to cover up 
otherwise shoddy game design! 


I'm a big J-Rock fan and a while back noticed 
how much Tidus from Final Fantasy X looks a 
heck of a lot like Garish de Gackt, aka Camui 
Gackt, a huge Japanese rockstar. | figured that 
someone would catch this and never really 
submitted any inquiries on the topic. Months 
have gone by and | haven't seen anything about 
this other than a few tidbits on the web. | want to 
know for sure: did the creators of FFX really 
design Tidus after Gackt? Or am | just insane? 
BlueBuddhaGimp@cs.com 


You're probably just insane. | think 
it’s just some sort of strange coincidence 
that those two people/characters look the 
same. Normally, if a company bases a 
character on a real person, they have to 
mention it somewhere. And I’ve seen no 
such mention in FFX. 


| was playing G7A3 one day, and while | was in > 


GAMES WE 
WANT TO SEE 


WWE STAREDOWN! 
Triple H, Undertaker, and 
ten more of the WWE's 
most intimidating super- 
stars are waiting to take 
you on in epic stare- 
offs—if you can keep 
from blinking, you can 
be the first ever 
Undisputed WWE 
Staredown Champion! 
The key to this innova- 
tive game would be 
Sony's new EyeToy 
camera add-on—blink 
and it'll catch you! This 
nifty device would also 
put your facial expres- 
sions into the game as 
you try to out-last your 
opponent. Grab a friend 
for tag-team matches or, 
for the ultimate in stare- 
downs, online play! 


> Mathew Schramm, age 13 
lar lan ess) afoul] Kee) 
Ve) gC Cla cH Cett (0) am acel@l| aod 


Favorite Games: Grand Theft Auto 3, 


them home!” 
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Gran Turismo 3, Hot Shots Golf 3, NHL 
2002, Madden 2002 

Quote: “Football players may have 
cheerleaders, but hockey players take 
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HARDCORE 


Last year | picked up a game called 
Incredible Crisis. | played it, beat it, and loved 
it. It was one of the best games | have ever 
played. | have searched high and low in 
stores, on the internet, and in magazines for 
even a hint at a sequel, and nothing. | need 
to know if there is a sequel, if there's going 
to be a sequel (there has to be; it says “to 
be continued” at the end!) and if so, when 
will it come out, what will it be called, and 
what system it will be on? 
Spenser Hodge 
groovemaster24@hotmail.com 


. I'm with you, Spenser. I loved 
Incredible Crisis (Tfondemo Crisis in 
Japan): it was short, but it was also 
brilliant; easily among the most 
creative and hilarious games I’ve ever 
played. Unfortunately, aside from the 
hint that you mentioned from the end 
of the game, no evidence of a sequel 
has ever surfaced, so it looks unlikely 
that one exists. Which, quite frankly, 
stinks. One can dream, though... 


ee WM @ A 


> Portland, | happened to drive by the Dog Food 
company. | heard a phone ringing, but never 
thought about what it could actually be. To my 
surprise, there was a pay phone outside his place. 
| picked it up and | had a secret mission called 
“The Crook” Are there any other secret missions? 
Michael Rodriguez, 
xycia_O5@yshoo.com 


There are all sorts of secret 
missions, Michael. Many of them can be 
found by getting inside of out-of-the-way 
abandoned vehicles. Just remember to look 
everywhere and try everything! 


What is the worst game you have ever played? 
Andy Medved, 
Hakindude2400@ysahoo.com 


oi, 


800-L SS. 
GOR Li s\ 








eah, deep down | know that school is more 
important than videogames. For example, | did learn 
something in science class about “half life” A half 


life is the time that it takes for an atom to disappear. In 
realality, an atom can not disappear. In my book though, 


videogames still come before school. 


Chuc, Chuc!388@aol.com 


BILL Well, Chuc, if | were you (and I’m glad I'm 
not!), I'd worry more about what “half-wit” means 
UCU RE a owe C= ROM my 
LMU M Mm TRH a ele a Tg 


put it, that he is or that he is not. 








| have been going onto a site and people started arguing 
with me if Lloyd was the Divine Dragoon or not and | 
wanted to know if you could give any “solid proof? as they 


James R. Hays, nike_30055_1999@yshoo.com 


BILL I don’t have any proof that Lloyd is the Divine 


De FL TD mila iam MMU OL Liem eyem 13) 


you're on-line, go talk to a 16 year-old girl named 
UTM ear Rr lerl  nM elt g 
WECM CM MRS MT-I) Oo cl RYT 


After all, the F.B.I. knows everything, right? 


CUCL Tyce ey eM yy Cyc 


Ya mec M ll) Mem CMR Ct) 
CURR aC Me CEM MICs 


phrase “You want fries with that?” a lot. 


E.T. : The Extra Terrestrial on the 
Atari 2600 scarred me for life. 

Dino Rikki for the NES — | had to 
play that one for work over Christmas. 

: I’m thinking that virtually all of the 
Acclaim movie (Dragonheart) and comic 
book-based titles (Fantastic Four) released 
in, or around, 1997 are just plain terrible. 
They played badly and there was simply no 
original thought put into any of them. 

Some homebrew game from the back 
pages of Compute’s Gazette, which I typed 
into my old C-64 by hand. I can’t recall its 
name — I just remember slowly regaining 
consciousness after playing it for hours and 
hours, and I felt so cold .. 

I'd probably have to say the “Game Of 
Life.” | really blew the beginning part and 
even though I seem to be doing okay now, 
you just never know when or how it’s going 
to end. Gee, hope I win... 


|. am writing to express my absolute disagree- 
ment with Stephen Frost’s answer to “Summer 
fun: in or out?” in the Start section of PSM #59. 
“Despite what others may say, having fun 
during the summer is a must. Turn off that 





console. Go outside” The only interpretation one 
can get from that is “consoles aren't fun” (or at 
least “consoles aren't that fun”). 

Coming from an editor, this is unacceptable. 
This is the kind of mediocre and pathetic thought 
that keeps gamers from being taken seriously. 

Stephen, if you enjoy going out more than 
playing videogames, just get your “I-want-to-be- 
normal” ass out of the otherwise good PSM and 
go Sell ice cream in the street. 

Bruno Valenti, vrl street@yahoo.com 


Bruno, you are much too serious a 
person. Chill out! All | meant was that 
people shouldn’t stay locked up in their 
houses, playing videogames all day long. 
You need to get out and enjoy nature a bit. 
There’s nothing wrong with playing 
videogames, people just need to recognize 
that there’s more to life. Don’t get me 
wrong... I play a ton of videogames. 
However, I also manage to get off my ass 
and do something that’s actually productive 
from time to time. Can you say the same? 


| am a true gamer, and have been for more than 
25 years. | have owned just about every > 


Have a question that requires a thoughtful, adult answer? 
RR RRO AOR LE) 
“800-LB. Gorilla” in the Subject Line. 


CELEBRITY 
LETTER 


Dear PSM staff, you may 
simply call me... “The 
Bad Guy”, for I feel that 
I speak for all of my 
beleaguered videogame 
brethren. Why must you 
torment us so? Are we 
not human? If you prick 
us, do we not bleed? 
People do not realize 
how much effort goes 
into putting together an 
evil horde of minions, 
henchmen and under- 
lings, especially with the 
union, the 401k package 
and health plan. We 
subject ourselves to 
danger just to scrape 
together a little to retire 
on. If something doesn’t 
change soon, we will 
have to go legit, and 
then what will your 
precious heroes do? 


> Kenneth A. Azurin, age 17 
Triptronik69@aol.com 


Favorite Genres: RPG, Strategy RPG, 
Fighting, Racing 
Favorite Games: Final Fantasy Vil, 
Final Fantasy Tactics, MGS, Dead or 
Alive Series, Gran Turismo Series 
Quote: “The one and only Ruken at 


a aM T= eee 
Gaming_Goddess@webtu.net 


Favorite Genres: RPGs, Simulations 
Favorite Games: FF series, DDR 
Quote: “Roll the dice to see if I'm 


getting drunk!” inom Ocean 


> Steve Gallo, age 33 

Email: stetony@aol.com 

Favorite Genres: RPG, wrestling, 
action 

Favorite Games: the Final Fantasy 
games (esp FF7), Gauntlet Legends, 
Gauntlet Dark Legacy, Smackdown and 
RYp11e(a,<e/0) APA 

Quote: “Let’s Rock!” 
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> David Reyes, age 15 

dreyes 19@yahoo.com 

Favorite Genres: RPG, Horror, 
Action/Adventure, Racing, Strategy 
Favorite Games: A// FFs, All Resident 
Evils, Gran Turismo 2 and 3, Ace 
Combat 4, MGS 2 

Quote: “Pride is lost once freedom is 
lost as well’ Ramza, FF Tactics 





I STILL 
TOTALLY CAN'T 
BELIEVE WE'RE 

NINJAS! 2 


SCORE US THE 
HONEYZ! 4 


YEAH 
BOY, NINJAS 
ARE HELLA 
COOL! 


> system since before the Atari 2600. | don’t 
have a mod chip, and | never intend to own one. 

Some people complain about the price of 
games, well, look at it this way: if you were to go 
out and personally hire someone to design and 
manufacture a videogame for your personal use, 
it would cost a hell of a lot more than what we 
are having to pay right now. 

| remember how much money we used to 
pour into the machines at the arcade, 
quarter after quarter, for a very brief 
(sometimes less than a minute, if you were 
bad enough) game experience. By the time 
you figured out the controls, you had spent 
all of your tokens! 

So, as | sit in the comfort of my home, 
playing my PS2, Gamecube, and Dreamcast, | 
am very content with the videogame market. | 
have no complaints about the pricing, packaging, 
etc. As far as | am concerned, all is well in the 
true videogamers’ world. 

Michele Aitken, chele 1961 @yshoo.com 


) Well said, Michele. Although 
games are actually a good value when 
you consider the effort and expense that 
go into developing one, it’s true that they 
are a bit pricey for the average Joe. But if 
you’re careful to pick the good ones, they 
should keep you entertained for quite 
some time. Maybe not everyone can 
afford as many games as they'd like, but 
that’s the price we have to pay for 
demanding such high-quality titles. 


Harvie, age12 
harvie_daking@hotmail.com 
Favorite Genres: Action, Adventure, 
Horror, RPG 

Favorite Games: Metal Gear Solid 2, 


Final Fantasy X, ONIMUSHA, Grand 
ism lT Koes) 

Quote: “What's Bin laden going to be 
for halloween? Dead!” 


> Cedric Preston , age 15 
ccaassnova@aol.com 

Veg CM Cl=lt e=cow Volto) est IAY IV] 
horror, RPG, Fighting 

Favorite Games: Max Payne, GTA 3, 
TAT LSU Oe ON Axe one 78 
Metal Gear Solid1, 2 

Quote: “I am the prince of all Saiyans 
once again “ 


GUYS, IT’S 


YOU CAN'T 
BUST US, WE 
AIN'T DONE 


OH MY, JUST 
WHAT ARE YOU BOYS 
THINKING? 


The PS2 needs some games based on books. 
For the PC they have a Wheel Of Time game, but 
they didn't do the greatest job on it. Maybe we 
could even see a game based on the best book 
of all time—the Kama Sutra. 

Sean Hall, victoryboogie@hotmail.com 


Great idea, Sean. Hey, did you 
know that Crash Bandicoot was actually 
based on a Tom Clancy novel? Strange, but 
true. I'd suggest A Brief History of Time by 
Stephen Hawking—the first-person shooter 
genre would never be the same again. As 
for the Kama Sutra, one can never say. If 
you consider the increasing number of 
mature titles coming out on the PS2 in the 
near future, you can’t really say how far 
things will eventually go. 


Why hasn't anyone come out with a virtual 
reality system for home use? 
Rob Teft, rrrrob6G@ysahoo.com 


Well, the main reason that a 
consumer VR system hasn’t been released 
is because the cost of the headsets, 
gloves and suits is still very high and 
there’s no real demand for it. Nobody 
wants to strap on a bunch of equipment 
to walk around a virtual world, especially 
when you can basically do the same with 
a $50 game on your PS2. 


www.psmonline.com 


7, 
FASHION NINJA! 


»Law Roytman, age 14 
sk8er699669@aol.com 

Favorite Genres: Action/Adventure, 
RPG, First-person shooters, Platform 
Favorite Games: DMC, GTA3, SOE, 
MGS2, SSX Tricky, MR.Mosquito, Max 
eMC RR ewe af KY 
Quote: “Whatcha gonna do, brother, 
when Haskelmania rolls over you?” 
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TECH TALK 


Where's the USB? When the PS2 launched, | was excited about it 
having USB and Firewire support (keyboard and mouse is where it’s at 
for first-person shooters). Now | hear that the SOCOM developers will 
not support USB Keyboard and Mouse because they say it would give 
some players an unfair advantage! So you plan to disable us instead 
with a controller? | will not buy a FPS for PS2 that does not support 
the way they are meant to be played, with a keyboard and mouse. 

I'm certain that Tribes 2 is going to be lots of fun trying to wrestle 
with the PS2 gamepad to issue orders and chat with other players. So 
far the USB ports have only been used by a handful of games. When 
will these important holes in our PS2s get the attention they deserve? 

Jason Diaz, Tripredicus@ix.netcom.com 





While | also come from a PC FPS background, I seldom 
have problems using the DualShock 2 controller—that is, if the 
game was developed with it in mind. Console-based titles such 
as Medal of Honor, Time Splitters and Red Faction play beautifully 
on the PS2 and I often favor their control scheme over the 
standard Keyboard/Mouse combo. In most cases, though, PC 
ports do still support the K/M, but sometimes don’t list the 
feature in the manuals. As for Tribes, | actually liked how it con- 
trolled on PS2. It’s a different experience now and Sierra 
appears to be doing a good job of tailoring the Tribes gameplay 
for the console gamer. In fact, | can’t wait to play more of it. 

Moving on to your USB question, though, it seems that the 
USB ports will mostly only be used for plugging in occasional 
keyboards, mice and the GunCon 2. You'll also be able to use 
cameras and USB to ethernet adaptors for some future titles. 


> Eric Francese, age 15 
RazmatheShadow@aol.com 
Favorite Genres: Fighting’ Shooting, 
RPGs, Racing, Music 

Favorite Games: Time Crisis series, 
FFVI, Gran Tourismo 3, Capcom 
eMCAY 

Quote: “Homework can come later.. 
ah, PlayStation!” (p.s. | love you Nina) 
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e° LETTERS 


PSivi 


Every month we take a look at the coolest PlayStation 2 fan 
art from the hottest new talents. If you'd like to see your 
illustration printed here, send us a copy! (We'll take 
originals too, but we can’t return them.) Address it to 


Or, even better, e-mail'a hi-res version of the 
piece to us at @ . Be sure to label the 
subject heading “Fan Art.’ Now get busy! :-) 


Leo) on pic ar Penal 
Te PAO 


Luci Crore ROU aC oo I 
captured here by 


WEL ACCRUES Ce CR UR Cw la arg 
has sent us. We're having to hold his amazing pieces back a few 
ee a Oe OE Ee ROM ME a anced 
RO RUM RCM Mm MCC ie 2] e eet Lara fal "ai ao 
Masterpiece” features three little-known characters from some l jt c peri 
small summer movie. Ever seen ‘em? i n at i 1 2 e Batman doing his best gargoyle pose. 





Brian Kinross, age 17 Bob Weldon, age 14 Heath Bunch, age 19 Luke Erickson, age 14 
crazy_vegeta 138@hotmail.com Childofconfusion@aol.com folkensabre@aol.com Pukeskylark@yahoo.com 
Favorite Genres: RPG, Action, Horror, Favorite Genres: RPG, Strategy, Favorite Genres: RPG, Favorite Genres: RPG, 
PNG =ln) te lncy edt) n(o) nam =c=l@ pT oem ait=1 81 a) 2amS} pT eL0) (21K PNeitfoy a Neer) Action/adventure, wrestling, strategy 
Favorite Games: Devil May Cry, Grand Favorite Games: MGS, Final Fantasy Favorite Games: Secret of Mana, Favorite Games: FF series, Lunars, BoF 
Theft Auto 3, Metal Gear Solid1&2, Series, Chrono Trigger, DOA2:Hardcore, Chrono Trigger, MGS, GTA3 series, BloodOmen2, Suikodens 
Xenogears, and Final Fantasy 7-10 VIEW AG A Quote: “Lets put weird and weird Quote: “In America, first you get the 
Quote: “You should know the sword Quote: “One's will to live is greater ifin together and make it even weirder’- sugar, then you get the power, then you 
doesn't make the man’ the sight of danger’ Urusei Yatsura get the women’ - Homer Simpson 
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WILL WAKE fF 
ONE 
WILL DESTROY 


“Kazuki Akane directs the action 
sequences with panache” of 
— Los Angeles Times RS. 
4 oyiitate ia 
ey Oa LL . be Selection 
handsomely animated” | a 3 ae a Ce 
eM (a) ah : as : 
: a. are World : 
“Fans of Japanese anime will be Film Festival 
impressed...plenty of drami 
aad NALA 
operatic score...” 
~ — Chicago Tribune 
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NEXT MONTH 


GRAND THEFT AUTO: VICE CITY 


The biggest, baddest sequel of the year is set to be unveiled, 
and we'll have the very first screens and info! New features, 
vehicles, a new story and crime bosses—plus hush-hush 
secrets you won't believe! Get your butt back here in 30! 
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WE TEST FINAL FANTASY XI ONLINE 
You've seen plenty of screens, but next month you can read 
how the final Japanese version plays when it’s linked up to 


thousands of other PS2s. Will X/ be the next big step in the 
evolution of the series, or a huge, disappointing disaster? 
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CLARK HOLT of West Fork, AR is tipcfoor vice kaginenietia. conn’ 


the winner of our May Caption 
Contest (check out his winning 
caption below). Clark, your PSM 
Prize Pack is on the way! 
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yawn. TR4 was just like numbers 2 and 3 
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Here at PSM, we try our hardest to 
remain completely unbiased, to view 
everything from the perspective of all 
you hardcore gamers out there. Back in 
September of 1999, we knew that what 
people wanted to read about more than 


anything was the new Tomb Raider, but... 


— more of the same old stuff (man, we 
really hope that the PS2 Tomb Raider 
turns that series around). Still though, 
this was one of our hottest Lara covers, 
don’t you think? 

Videogame action figures really 
started to blow up big that month, and 


we also had bits of new information for a 


mysterious new gaming system known 
only as “PlayStation 2” Ah, innocence! 
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WHAT RACING IS ALL ABOUT 


h FASTER AND MORE DEVASTATING 
Also available on an 
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for more info. 
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en ett UU lie dead or 
ec iaey around you. All you know for 
| sure about the alien invaders is 


_ Time is running out. So is your life. 
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faa s Get the feeling of living a movie— 
iy ee from the edge-of-your-seat tension 
to the voice talent of top actors. 
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